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news 


SONY DEFENDS £299 PS2 
AS LAUNCH DATE SLIPS 


Sony has announced the European launch of 
the PlayStation2 will be delayed until 
November 24 and the machine will cost £299. 

The electronics giant said the reason the 
original October 26 launch date had slipped was 
due to, "completely unforeseeable and 
unprecedented consumer demand for the PS2 in 
Japan." 

And Chris Peering, president of Sony Europe, 
defended the PS2's £299 price tag which has 
come under intense fire from UK newspapers 
which were quick to point out the machine was 
significantly cheaper in other territories. 

"We believe our recommended retail price 
point represents great value for money for 
consumers offering interactive entertainment, 
DVD-video and future-proof technology poised to 
lead the broadband revolution," Peering said. 


News of the delayed launch followed mounting 
speculation over just how many PS2s would be 
available on launch day. As GDO went to press, 
Sony had not yet confirmed how much stock 
would be available, but some industry observers 
were expecting as few as 50,000 to ship to UK 
shores before 2001. 

Launching the PlayStation2 has been a 
planning nightmare for Sony. 

The company first announced there would be a 
pre-order system for people wanting to buy the 
next-generation console but retailers and 
customers were quick to damn the idea. Sony 
then agreed to ship units out to stores so there 
was a joint pre-order and in-store purchasing 
system. To help retailers it also delayed the start 
of the pre-order process. 

See our PS2 magazine inside for more. 




DIABLO II: FASTEST SELLING PC GAME EVER 


Blizzard's role-playing hack-n'-slash game 
Diablo II has become the fastest-selling PC 
game in history, selling over lm copies 
worldwide. 

The game - Blizzard's fourth to hit the lm 
sales mark - had pre-orders of over 2m and, as 
GDO went to press, re-orders stood at 600,000 
copies. 

Mike Morhaime, president and co-founder of 
Blizzard Entertainment, said Diablo II's success 
was meaningful on many levels. 

"For Blizzard, the game's popularity is 
confirmation that our long hours and hard work 
paid off, and our customers are enjoying our 
product," he said. 

"From an industry standpoint, it is evidence 
that top PC games can rival revenues for 
movies, books and music. Computer gaming has 


gone mainstream as a form of entertainment." 

Due to Diablo II's success the online server 
battle.net has been experiencing a few 
problems. 

The multiplayer side of the game - Diablo II 
Realms - has proved so enjoyable that the 
servers have been flooded with players and the 
hardware has been unable to cope with the 
stress. 

Blizzard posted a FAQ on the battle.net site 
saying: "100,000 people testing Diablo II 
Realms and having more than lm customers in 
just three weeks proves to be very different 
than beta testing". 

The developer has said it is taking decisive 
and immediate steps to resolve the online 
problems. 


DYNAMIX BREAKAWAYS 
MOVE TO GARAGE 



Three people have left Dynamix, the software 
developer that created the Tribes game series 
for Sierra, to create a new independent 
publishing company called Garage Games. 

Garage Games will be made up of several key 
developers from the Tribes 2 team, according to 
a dot-plan file posted on the Internet by 
Dynamix' lead programmer Rick Overman who 
will be director of strategic partnerships at the 
new company. 

Overman stated: "I have thoroughly enjoyed 
the projects and the talented people I have had 
a chance to work with at Dynamix but I am 
especially looking forward to the new and 
unique opportunities Garage Games will 
provide." 

Also founding the company is Jeff Tunnell, 
executive director of Dynamix, who will be chief 
creative officer; Tim Gift, technical director at 
Dynamix, will be director of technology. 

The director of in-house development has yet 
to be announced. The mission of the company 
is, "to give any and all game makers the 
opportunity to publish their games, find their 
audiences - and perhaps make their fortunes." 


: 
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STORMING FUTURE FOR 
EIDOS THIEF SERIES 



Tomb Raider publisher Eidos has bought the 
licence of the Thief franchise. 

The future of the Thief series was in doubt 
following the closure earlier this year of 
Looking Glass Studios who developed Thief and 
Thief II. 

Now the future looks bright for the next Thief 
title with Ion Storm's Warren "Deus Ex" Spector 
already appointed to head its development. 

Speaking from Ion Storm's Texas office, 
Spector, who has worked on the original Thief 
and System Shock 2, moved to reassure fans 
about announcements. 

"We are thrilled, proud and a bit humbled at 
the prospect of continuing and building on the 
work of the talented men and women who made 
Thief and Thief II," he said. 

"We respect the Thief tradition and we'll do 
everything in our power not only to live up to 
everyone's justifiably high expectations but to 
surpass them." 

There is no word yet on whether the game 
will use the Dark Engine, which was used to 
create the first two Thief games, or whether the 


game will use a Unreal-based engine, like in 
Deus Ex. 

In a separate development Brian Eiserloh, the 
head programmer at Ion Storm, has explained 
rumours the upcoming RPG action game, 
Anachranox, has been chopped in half by 
publisher Eidos. 

In a dot-plan file on the Internet Eiserloh 
said that Ion Storm had cut the story in half 
because of the depth of the characters writer 
Richard Gaubert was creating. 

In an email to GDO, Eiserloh explained: "We 
realised it would be impossible to fit in as 
much detail as we wanted in the amount of 
time we had. Rather than cutting back on the 
depth or detail, we opted for pruning the 
length. 

"Fortunately, there was an excellent stopping- 
point about halfway through the story, which 
now serves as the finale for Anachronox part 
one." 

Ion Storm plan to use the materials that have 
already been created in the second half for 
another release later in the year. 




You’ll be 
seeing some 
of these 
characters 
down your 
local video 
shop soon 
(l-r: Tekken 
Tag & John 
Blade in Sin) 


MORE GOMES MOVE 



Sony is causing no end of 
trouble with its constant 
rearrangement of the PS2 
launch. First it's pre-orders, 
next it's joint shelf and pre¬ 
order, then the launch date is 
set back. All this can only 
confuse the retailer and the consumer. If 
anything, Sony should just choose a plan, 
stick with it and stay firm. At least people 
would know where they are with the PS2. 

In other news, it is good to see Thief Kps 
survived the closure of Looking Glass and 
games guru Warren Spector is heading the 
project. Hopefully his team will stay ’true to 
the heart of the Thief series. If they do they 
Cpn be sure to |h1ft a few copies when it 
c&me^yit^ .— 4 wk ^ ) 

Although there's been no confirmation from 
Nintendo, the word on the street is that its 
next generation console - which has a working 
title of Dolphin - may actually be called the 
Star Cube when it eventually hits the streets. 
What the hell kind of name is that to be 
bandying about for the latest technology in 
games consoles? If Nintendo want a bunch of 
kids to buy the thing, then that is fine. But, 
the games market has moved on to a more 
mature audience. The Big N should think 
again! 

If you want to moan about anything at all 
email me at kevan@gamesdomain.com 


X KITS DISPATCHED 

Xbox development was well and truly 
underway this month with news Microsoft has 
sent out development kits to game 
programmers. 

The company estimates it will ship 1,000 kits 
by the end of summer allowing 100 developers 
to ^peate games for the next generation^ 
consoW^The Xbox is due to ship out in^he 
Autumn ofjiext year. This is the first foray into 
the consotejaarket for a company better known 
for being kings^pf the PC world. 

Xbox titles in development include V.I.P. 
(Ubisoft), Warzone (Paradox), 1906: Artie 
Odyssey (Darkworks), Malice (Argonaut), 

Rayman III (Ubisoft). 


TO SILVER SCREEN 


I 



Once again news of games 
of films and films of 
games has reached the 
GDO offices. 

Daniel Craig has been 
signed up to play the 
male lead in the Tomb 


Raider movie, alongside 
Angelina Jolie who will 
play Lara Croft. Craig is no 


stranger to beautiful women: he starred in Our 
Friends in the North with Gine McKee. He will 
play Theo Rooker, a CIA agent who teams up 
with Lara in her quest to find ancient artifacts. 

Sin, the first-person shooter from Activision, 
is heading to a video shop near you. The 
animated film is to hit the stores in the UK on 
VHS and DVD. It follows John Blade of the 
security unit Hardcorps as he takes on the 
buxom Alexis Sinclaire of Sintek Corporation as 


she threatens the city of Freeport. 

The PC game was developed by Ritual 
Entertainment which is currently working on 
Heavy Metal F.A.K.K. 2. 

Namco has denied Tekken is about to follow in 
the footsteps of Mortal Kombat and Streetfighter 
and hit the silver screen. The denial follows 
rumours circulating on the internet that Corey 
Yuen, who directed the action scenes for the X- 
Men movie, is heading a Tekken film project. 
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TRAINSPOTTER GAME ON THE RIGHT TRACKS 


Take Two is rumoured to be developing Grand 
Theft Auto 3 for the PlayStation2. There are 
no details about the game as yet, but a port 
to other next generation consoles is thought 
to be likely. The rumours started circulating 
following a press preview event for Smugglers' 
Run and Midnight Club on the PlayStation2. 

EA's Dungeon Keeper III on PC is on indefinite 
hold. Bullfrog, the development team, has 
announced it is seeking to develop other 
intellectual properties on next-generation 
consoles such as the PS2. Whether it is 


indicating a sequel to one of its early games or 
a new project is not clear. 

Trainspotters will be able to throw off their 
anoraks and cast away their notepads with joy 
with the news of the upcoming Microsoft Train 
Simulator. The PC title, which should be 
available in spring 2001, allows players to take 
on the role of engineer or passenger as you 
travel along six train routes from around the 
world. 

A sequel to Alien Vs Predator is in the works. 
The original was developed by Rebellion but now 


the game is now under the watchful eye of 
Monolith. It will be using its Lithtech engine to 
recreate the suspense and action of the original 
game but it will have a more story-driven plot. 

A new online-only game set in the Battle Isle 
universe has been announced by Blue Byte. 
Battle Isle: Dark Space is a space 
action/strategy sim that will include three 
factions, 18 ships and ship-to-ship combat. 

Monte Cristo Games has announced Airline 
Tycoon on PC, a real-time airline management 
game. Expect it to take off in October. 


UK All Format Charts - week ending August 12, 2000 


€(Md? 




TITLE 

PUBLISHER 

1 

Pokemon Yellow 

Nintendo 

2 

Driver 

Infogrames 

3 

Deus Ex 

Eidos Interactive 

4 

Tony Hawk's Skateboarding 

Activision 

5 

Grand Prix 3 

Hasbro Interactive 

6 

WWF Smackdown! 

THQ 

7 

Pok&mon Red 

Nintendo 

8 

Pokdmon Blue 

Nintendo 

9 

Perfect Dark 

Nintendo 

10 

The Sims 

Electronic Arts 


II 


lim III IKII I III! III! 


Chart Track 


II 


All information printed above is the strict copyright of ChartTrack 
Weekly Report. Contact ELSPA at Station Road, Offenham, Near Evesham, 
Worcestershire WR11 5LW. Tel: 01386 830642. 



ChartTrack collects sales data from more than 4,000 UK outlets. 
Supporting retailers include Argos, Asda, Blockbuster, Comet, Currys 
Dixons, Electronics Boutique, Game Ltd, HMV, John Menzies, MVC, 
Our Price, PC World, Staples, Tempo, Virgin, WH Smith, 
Woolworths and a small selection of independents. 
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PlayStation 


© 1998 
Promo Video S.r.l. 


Meerkats Interactive Ltd. Exclusive Agents. 

Tel: (020) 8903 3404 

E-Mail: sales@meerkatsinteractive.com 


International Patent Pending. Any Infringements will be prosecuted. 

Crash Bandicoot and related characters ™ & © 1999 Universal Interactive Studios. Inc. 
Licensed by U nivers al Studios Licensing, Inc. All rights reserved. 

Designed by: 
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^he time of year is again upon 

* * „ I us when grown men scream 

* \ 4 foul-mouthed abuse at each other every Saturday 

^ » * afternoon while stuffing as many pies into their faces 

as possible. But enough about GDO’s traditional series 
of weekend summer pub-crawls; the football season has 
started again and the nation is being gripped by soccer 
s m madness. They'll all be making a reappearance.- over-paid 

I* drama queens, workmanlike journeymen, knuckle-dragging 

bruisers - hold on, this is beginning to sound like a GDO 
pub-crawl again. [Get on with it! - Ed.] 

— 

Sorry. The point I was trying to make was that football 

* am 

may be back but there is another, perhaps even more 
/ i* r * exciting season of sport just around the corner. No, 

^ . its not the start of the Barnsley and District Crown 

f * Green Bowling Championships, it is of course the 

mm 1 / / return of Speedball! Yes, within a few short weeks 

Speedball 2100 on the PlayStation will hit the streets 

* 

r* * bringing more ultra-violent, futuristic mayhem to the small 

* screen. And we have 50 (yes, 50!) to give away to our loyal 

army of readers. Forget Manchester United, forget Chelsea and 
Arsenal, forget about Dre - the Bitmaps Brothers latest and perhaps most highly-anticipated 
creation is set to be so hot you could iron your shirt with it. 

For those who didn't play the awesome Speedball on the Amiga, it was a sport based on football, but with a twist. In this 
'sport' the ball was held in the hands and violence was not only allowed, it was actively encouraged. Speedball 2100 will take 
the concept on to a new 3D stage while retaining its traditional top-down view. So if you want to see a no-holds-barred ball 
game where brutality pays and opponents are regularly stretchered off, get ready with your pen and paper and enter our latest 
stunning competition. Or get a season-ticket for Sheffield United - it's your call. 


Finish the famous football terrace taunt aimed at lard-boy soccer stars: ‘Who ate all the 


1) pies 2) pate de fois gras 3) white truffles 


Write your answers on a postcard or sealed down envelope and send them to Speedball 
Competition, Games Domain Offline, 435 Lichfield Road, Birmingham B6 7SS. 


The closing date for the competition is September 31 and the editor's decision is final 


www.gamesdomain.co.uk Competition 08 



www.egomaniacs.net 

See us at ECTS, Stand No. GL178 




CHeaTS 


I f you can play with crowds and keep your 
codes, 

Or walk with gamers - nor lose the winning 
touch; 

If neither RPGs nor loving RTSs can hurt you; 
If all men game with you, but none too 
much; 

If you can fill the unforgiving minute 
With 60 seconds' worth of gaming time - 
Yours is the level and everything that's in it. 
And - which is more - you'll be a gamer, my 
son! 



Icewind Dale - PC 


Press Ctrl + Tab to display the console window 
and then enter the following codes: 
CHEATER5DOPROSPER:ExploreArea(); 

Shows full map. 

CHEATERSDOPROSPER:Hans(); 

Teleports party to pointer. 
CHEATERDOPROSPER:SetCurrentXP([number]); 
Gives selected characters indicated EXP. 
CHEATERDOPROSPER: AddGold([number]); 
Adds indicated gold to party total. 
CHEATERDOPROSPER:Midas(); 

Adds 500 gold to party total. 
CHEATERSDOPROSPER:FirstAid(); 

Gives you five healing potions, five antidotes, 
and one Scroll Of Stone To Flesh. 



Warlords: Battlecry - PC 

Type these codes while playing the game: 
Code Result 

IAMATANK God Mode 

IAMASEER Reveal Map 

IAMALOSER Lose Scenario 



Kiss Psycho Circus: 

The Nightmare Child - PC 

Type "C:\games\psycho\psycho.exe -developer 
1" at the command line or in the run command. 
(Replace the path with the correct location of 
your game directory.) 

Then enter the key configuration menu and you. 
will be able to map keys to certain cheats in 
the list of commands. 



Grand Theft Auto 2 - DC 

To get $500,000: 

Type in MUCHCASH as your name and begin a 
game. 

To get all Weapons: 

Type in BIGGUNS as your name and begin a 
game. 

To access both cheats at once, after entering 
your name and exiting the name screen, go 
back, delete the name and enter the other 
cheat. Both should then be active. 



X-Men: Mutant Academy - PSX 

To get all Cerebro codes: 

At the main screen press Select, Up, L2, Rl, LI, 
R2 





File Text Verbs Cowwands 


You can’t see a door here. 

>jump to jetty 
On the jetty 

The joints ofJJiis rickety old jetty are becoming rotten and warped with 
constant lapping of the river water. The. small boat is moored here off the east 
end of the jetty; westward is a tract of uncultivated land and to the southwest 
lies a field of golden wheat, 

>sw 

Golden Wheatfield 

Golden wheat, rippling gently in the breeze, surrounds you in this picturesque 
field. Sitting in the southern end of the field is a windmill, its vanes shimmering 
in the bright sunlight. To the northeast is the jetty, to the north and northwest, 
scrub, and a wood lies westward. 

> Examine plastic card. 

The plastic card has Bank Of Kerovnia embossed upon it. 

>Get plastic card. 

You have now got the plastic card. 


I jeans 1(plastic card! 


|striped sweatshirt! 


,Sr.sfihi.es. 


|Jettg| (will | 


The text adventure: unfortunately, a genre that has long disappeared 
from the release lists. These games were the computer version of 
the 'choose you own adventure' books that littered the bookcases of 
boys and girls in the 1980s. They were enthralling but equally 
infuriating because of the limited number of available commands. 

A typical exchange with the computer would be as follows: 

>Pull open the Door. 

>1 do not understand 'The'. 

>Pull open door 

>1 do not understand 'Puli'. 

>0h bugger 

>1 do not understand 'Oh', or 'bugger' for that matter. 

>0pen door. 

Eventually the door would finally swing open. 

Classic examples of the games were Scapeghost (Level 9), The 
Fellowship of the Ring (Melbourne House), The Guild of Thieves 
(Magnetic Scrolls) and even Rambo made it to the text adventure 
genre with Rambo First Blood: Part II (Mindscape). 

The genre started out as purely text, but as computer specs rose 2D 
graphics were introduced. Soon control bars were appearing on the 
screen with compass menus and inventory boxes and with the 


advent of Deja Vu (ICOM) the text adventure had evolved into the 
point-n'-click adventure. And that was that. 


The Guild of Thieves - which was available on the PC, 
Mac, Amiga and Atari ST 
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Fnmm 


Every month we will give the reader who sends in the best 
letter a game of their choice*- so get scribbling! 

Write to us at Letters, Games Domain Offline, 435 Lichfield Road, 
Aston, Birmingham B6 7SS. Or email gdo@gamesdomain.com 
(remember to enclose your address) 

*prize games will be up to a value of £50 and subject to availability 



PLAY AREAS 

Bit of a tech question I'm afraid. I'm all excited 
about the release of the PS2, but I do have one 
worry, I spend quite a bit of time in both the 
UK and Canada/USA and, although I guess that 
one machine won't play another area's disks, will 
a US machine play on a UK TV or are there 
problems with NTSC - PAL displays? Please help 
me - this could seriously improve spending a 
month in a Holiday Inn! Top website by the way. 
Stewart Bates 

Hi Stewart, 

The US and UK machines are not compatible 
with each other. If you are going to buy a US 
machine, it will work on a UK TV providing it 
is 60Hz compatible with a SCART socket and you 
have access to a stepdown power convertor. It's 
also worth bearing in mind that when you come 
back to the UK, you'll need access to a good 
importer of US games. 

Cheers, Gareth 

gareth@gamesdomain.com 



MORE N64? 

Dear GDO, 

I think you should put in more about Nintendo 
64s as I am unaware of how good games like 
Vigilante 8 are. Oh yeah, how about you send 
me a review on the Nintendo Dolphin? 'cause I 
might get one. 

Rikkicool 

Hi Rikki, or should I call you Mr Cool? 

We at GDO try to include as comprehensive a 
selection of reviews as possible covering the 


best releases on every platform. It might be 
worth pointing out here though that GDO didn't 
even exist when Vigilante 8 was released, hence 
no GDO review. It is, however, on our marvellous 
console website at: 

www.consoledomain.com/n64/reviews/Vigilan 

te_8.html 

Sending you a review of the Dolphin could be 
tricky as having a natter with Lord Lucan. Info 
about Nintendo's new machine is as thin on the 
ground as hair on David Beckham's overpaid 
loaf. Hopefully we'll be able to put you more in 
the picture after ECTS (see P38). 

Cheers, James 

james@gamesdomain.com 



SPACE CADET 

Dear GDO, 

I have always really wanted to go to a Japanese 
games exhibition such as SpaceWorld. Any clues 
as to how I could get tickets for this sort of 
thing? 

Matthew, Aberdeen 

Dear Matthew, 

I'm afraid you've missed this year's SpaceWorld 
by a few days but here are some tips for gaining 
access to such shows in the future: 

1) Become a games industry supremo: fly 
business class, stay in a five-star hotel, and lure 
impressionable young PR girls back to your room 
for the night. The downside - unless you're 
already a supremo in some related industry, it'll 
take a decade or two to worm your way to the 
top. 

2) Become a Nintendo games developer. This 
route has a number of problems. Firstly, you'll 
have to find a development team which still 
develops for Nintendo. You'll also need a 
ridiculous IQ, a degree in physics, poor personal 
hygiene, glasses and a beard. 

3) Become a games journo with a major 
magazine. As our own motley crew prove, this is 
the easiest option. To qualify for this you simply 
need to be barely literate and a geek. 

Hope this helps. Cheers, Pete 
pete@gamesdomain.com 


The winner of our 4 Wheel Thunder competition, printed in the July issue of GDO, is: Samantha Scott, Manchester, who 
wins a £250 remote-controlled car and a copy of the game. The runners-up are Linda Berry, Exeter, Joe Sweeney, 
Surrey, P Wiles, Sheffield and James Winyard, Dorset who each receive a copy of the game. The winners of our Dukes 
of Hazzard competition are Jack Doherty, Harrogate, Christopher Broom, Cornwall, Steve Marriott, Leicester, Adam 
Mannas, Ealing, and Nicholas Small, Berkshire, who each win a signed set of toy cars and a copy of the game. 


Star Letter 

Dear GDO, 

I am writing about the Perfect Dark review 
in issue 007 by Brando Trissler. He 
deserves a serious pistol-whipping by all 
of the Perfect Dark fans out there. His 
review brings up the question of whether 
he has played the game properly or 
whether he has even played Goldeneye! 
Firstly, you slag off the soldiers saying 
they allow you to pick them off like ducks. 
IT DOESN'T HAPPEN! They alert other 
guards if you're spotted, or run for cover if 
they are in danger. It certainly beats the 
pants off the guards in Goldeneye who 
shoot at you through other guards or 
withstand several headshots from the 
shotgun! 

Also you say there's "no in-level save 
option". If you have played Goldeneye, 
there is no such thing. If you don't 
complete the mission, you can't save your 
progress. It's the way it is for both games! 
The message I'm trying to get across is 
this: Perfect Dark kicks Goldeneye square 
in its rosy red cheeks! 

Yours Truly, 

Jason Ho 



Four-player action on Perfect Dark 


Dear Jason, 

For starters, you're flat-out wrong about 
guards. Over and over again, I would run 
into some guards, run out of a room and 
wait in a corner or behind some cover. My 
assailants would then run right after me, 
making it easy to pick them off. 
Reinforcements made the same stupid 
error. And this is just one of many flaws in 
the AI here. Perfect Dark's AI is better 
than Goldeneye's, but still disappointing. 
As for the save system, it's just as 
annoying that you can't save between 
levels in Perfect Dark as it was in 
Goldeneye. This is a cheap trick developers 
use to make a game harder. There's 
nothing worse than battling to the end of 
a level, only to have some hidden clown 
that you couldn't possibly see shoot you 
and send you back to the beginning. From 
what I can tell, I was playing the game 
properly, too. My Nintendo was plugged in, 
my cartridge securely in place and my 
controller connected. Did I miss something 
in the instructions? Perhaps I was 
supposed to remove my sense of 
judgment, too? 

Cheers, Brandon 
brandon@consoledomain.com 
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site 


ast month we gave you a look 
at the new redesign of the front 
page of Games Domain. Now we 
are going to delve into the heart 
of the site, a place called 
GDReview. This enormous site is 
the grandaddy of Games Domain 
and its success has spawned 
Console Domain and Kids Domain. 

If you think GDO crams a lot in, 
then you should take a look at 
GDR. It's got the lot for the PC 
gamer - from the latest news, 
reviews, previews and pipelines to 
interviews with top developers, 
designers and publishers. 

If you're after an authoritative 
look at the best and worst games 
hitting the PC market then you 
should cast your eye over this 
part of the Games Domain site. 

We've got reviews of games from 
way back in 1995. From the 
original Civilization to Deus Ex, we 
pride ourselves on giving you 
accurate and unbiased reviews on 
the games you want to know 
about. 

You can experience the wit and 
wisdom of our 42 reviewers from 
around the world who toil away 
behind the scenes to keep you 
informed by going to 
www.gamesdomain.co.uk/gdrevie 
w/index.html and email us at 
gdo@gamesdomain.com with 
your thoughts. 





Editorials 

This is where the editors 
rant about the industry, 
show off their knowledge 
of games and post their 
interviews with top 
developers. 



What's Hot 

Whether it's a hot 
preview or a scorching 
review, this section will 
keep you on top of the 
latest and greatest 
articles. 




Genres 

These links all head to 
the front page of a zone 
dealing with a particular 
style of game. Each zone 
has an editor and team 
of reviewers working flat- 
out to keep you 
informed. 



/ 

REVIEWS ET 



Reviews 

Rigorous testing is the 
key to this section. 

We push the titles we 
review to the limit so you 
know what you're getting 
for your money. We won't 
publish a review until the 
game has been turned 
upside down and given a 
good shake - so the loose 
bits fall out. 



Features/ 

Previews 

This is where we cast our 
eyes on the hot games in 
development. You can also 
find our fine selection of 
features and in-depth 
interviews with games 
luminaries such as Peter 
"Black & White" 

Molyneux and Jason 
"Rebellion" Kingsley. 
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CPU manufacturers Intel and Athlon continued their scrap this month, with each 
announcing faster and faster processors. By the start of next year, top-end 
chips will run at over 1.4GHz. Nvidia is continuing its sterling work pushing 
the frontiers of graphics technology, and so PCs get faster and faster. 

But can this be sustained indefinitely? Turns out that before too much 
longer, chip manufacturers will start hitting problems. As chips get faster, 
so their components have to be smaller and closer together for signals to 
move quickly between them. Some time within the next decade, these 
components will need to shrink below the size of atoms to function correctly 
and this just can't be done. 

IBM has come up with an answer to this problem, and recently announced it has built a 
working prototype of a computer using complex quantum physics to allow atoms themselves to 
perform calculations. This machine was capable of solving simple mathematical problems even 
though its brain was only built from five atoms. 

A machine built from just 40 atoms could perform over a thousand billion calculations 
simultaneously, and although PCs like this are some way off at the moment, it could 
provide a solution to the speed plateau we'll be reaching before 2010. If the truth be 
known, however, some GDO staff members have been functioning perfectly well on 40- 
atom brains for some years now. 

Enjoy this issue, mike@gamesdomain.com 
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TOP SECRET PIPELINE 


■ PUBLISHER: FOX INTERACTIVE ■ DEVELOPER: MONOLITH STUDIOS ■ RELEASE: CHRISTMAS 



To give our readers an insight into No One Lives Forever, the new first-person shooter 
from Fox Interactive, 6D0 special agent Kevan Mander infiltrated the HQ of HARM - a 
deadly terrorist organisation at the heart of the game - and acquired top secret 
documents relating to its heroine, Cate Archer. This is what he found: 

HARM DOCUMENT FILENAME: No One Lives Forever 
REF: Monolith / Fox Interactive 
HQ NOTE (1967): 

It has been noted by our operatives that this agent is extremely adept and caution should be taken 
if you intend to approach her. She is as lethal as she is beautiful, as competent with a weapon as 
she is with her body. 

AGENT NAME: Cate Archer 
ALIASES: Agent Archer, Agent Cate Archer. 

BORN: Scotland, March 1942 
AGE: 25 
BIOGRAPHY: 

Mother died after giving birth to Archer. Father committed suicide May 1956 after alcoholism 
and poor financial activities made the family destitute. She was shifted around various foster 
homes and orphanages and soon took up stealing as a way to make money. Practice made her 
perfect and she became an exceptional thief. In 1958 she picked a target that would change her 
life: Bruno Lawrie agent of anti-terrorist agency UNITY. After Cate stole his watch, Bruno hired 
her. She is now a covert agent for his team. 

TRAINING: 

Cate Archer is trained in 30 different types of weaponry including the .38 caliber Petri Airweight 
revolver, AK-47 assault rifle, Geldmacher SVD sniper rifle with night-vision scope, and Sportsman EX 
hunting crossbow. Her weapons carry multiple ammunition types and can be adapted to perform 
various tasks. 

SPECIAL TRAINING: 

As well as her standard weapons Archer also carries special gadgets. These include robotic 
poodles, explosive lipstick, acid perfume and briefcase rocker launcher. 

SIGHTINGS: 

Well travelled for a young lady; various sightings have been made of Agent Archer in 
Morocco, Germany, England, the French Alps and the Caribbean (see accompanying 
photographic evidence). 

OUR ACTIONS: 

As you know, new HARM agents are trained in responding to 11 unique stimuli: enemy 
flashlights, footprints, audible footsteps, weapon fire and the presence of dead bodies. 

New protocols will see suspicious guards searching for enemy presence. Soldiers 
locating enemy agents will sound the alarm if they are not killed or incapacitated. Problems have arisen in the 
past when guards have become drowsy or bored and allowed the enemy to take advantage of the situation. 
VISUAL CONFIRMATION OF ARCHER’S ACTIONS: 

Attacks from Agent Archer upon our staff have seen soldiers toppled from ledges, tumbling down stairs, 
crawling away on all fours, being knocked off their feet by gunshots, thrown through the air by explosions and 
pinned to walls with harpoons. Agent Archer has also repeatedly knocked out, poisoned, burnt, blinded, stabbed, 
shot, blown up and crushed.our agents. Something must be done. 

VISUAL CLUES OF ARCHER’S PRESENCE: 

Surface-specific bullet holes, scorch marks, sparks, steam, smoke, fire, tracers, blood splats and debris are all 
indicators that Archer is in the vicinity. Caution must be taken should you discover these markings in your 
area. 

OTHER FEATURES: 

Lip-synching, eye-blinking, animation blending, realistic motion capture from professional actors 

ADDITIONAL NOTES: 

So there you are! No One Lives Forever from Monolith, it may be a sobering thought but it sounds like it's 
gonna be one hell of a game. 
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■ PUBLISHER: EA ■ DEVELOPER: ROGUE ■ FORMAT: PC ■ RELEASE: NOV 11 




American McGee's 


Look at the sj^ee ^ those mushrooms. No 
wonder the game looks so odd 


A merican McGee started work in technical 
support for Doom creator ID Software; 
three months later he was promoted to 
the role of game designer. Now he's working 
for EA on bizarre 3D action-adventure hybrid 
Alice, along with Quake II mission pack 
specialists Rogue Entertainment. 

Alice features a collection of characters from 
both the Alice books and other Lewis Carroll 
literature, all given a dark, sadistic twist. Fans 
of Carroll will probably be shocked to see what 
has happened to their favourite Wonderland 
denizens: Tweedledum and Tweedledee are now 
products of a cloning experiment gone wrong, 
and the evil queen's Card Guards are now more 
than ready to lay down their papery lives for 
her. More benign creatures like the White Rabbit 
and the Cheshire Cat help Alice on her travels. 

Alice uses the Quake III engine, from McGee's 
former employees ID and, in common with 
forthcoming Ritual game Heavy Metal: FAKK2, it 
uses a third-person view to help gamers identify 
more strongly with Alice. She can take on the 
nightmarish hordes with a variety of unusual 
weapons, from flamingo mallets to an exploding 


jack-in-the-box. 

Music is to be provided by former Nine Inch 
Nails drummer Chris Vrenna, who is creating "a 
collection of dark and eerie instrumentals" for 
the game. Veteran gamers may remember NIN's 
Trent Reznor's collaboration with ID to produce 
the music for the original Quake. 

There is talk of a movie based on the game, 
and plans for a sequel are already in place, 
although whether it will take Alice to a new 
world or give the same treatment to another 
childrens' classic remains to be determined. Alice 
is due out on Halloween (when else?). 


16 Pipeline www.gamesdomain.co.uk 



























ipeune 


■ PUBLISHER: EA ■ DEVELOPER: MAXIS ■ RELEASE: SEPTEMBER 8 




UK SIMS: 


LIVIN' IT UP 


I f you are still wrapped up in the virtual 
life that The Sims gave you a chance to 
experience, then you will be pleased to 
know that The Sims: Livin' It Up expansion 
pack is headed your way. 

The best-selling Sims game, which has 
remained in the top ten PC games since its 
release, lets you create a human being and then 
help it lead a normal, mundane life. You can 
direct your character down certain career paths, 
watch it fall in love, decorate its home or buy 
goods to fill out its living space. All these 
things made your Sim lead a happy life through 
fulfilling certain needs such as social 
interaction, comfort or hygiene. An unhappy Sim 
would eventually lose its job, ignore its friends 
and ultimately die. 

Of course, variety is the spice of life and EA is 
releasing the Livin' It Up expansion pack, not 
with new missions or a different quest. Instead, 
this add-on will allow you to change your Sim's 
life. 

New skins, clothes and appearances will 
include a mad scientist or a monster for you to 
control. 

To go with the new look, a fresh job may be in 
order. So you can get your virtual person to take 
on any of the five new career paths with 50 jobs 


in total. You can 
explore your job 
fantasies as a 
musician, slacker, 
hacker, journalist or 
the Robert Patricks 


amongst you can 
become paranormal investigators. 

Once you've started earning the extra cash 
these jobs provide, then you can fork out on the 
105 new pieces of furniture, electronics and 
decoration that come with the pack. 

If designing a home is your forte there are 
three new architectural styles for you to play 
around with: there's the medieval castle style, if 
you like skulking around dungeons; a kitsch 
Vegas look; and a 50s home. If you have the 
cash you could splurge on some of the special 
objects like exploding gnomes and crystal balls, 
or celebrate by draping the house with seasonal 
decorations. 

Of course, the path of life never runs smooth 
and the Livin' It Up expansion will come with all 
sorts of domestic problems, ranging from a mere 
infestation of cockroaches to alien abduction. 

If your prepared to give The Sims a second 
Lease of life then you should start by Livin' It 
Up. 
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■ PUBLISHER: EIDOS ■ DEVELOPER: MUCKY FOOT ■ RELEASE: NOVEMBER 


S1AKT0PIA 


The bio¬ 
deck harks 
back to 

Bullfrog classic 
Populous; by 
raising and lowering 
land you can create your 
own environment, with full climate 
control. Creating an area that mirrors the home 
worLd of a particular alien will cheer them up no 
end, and plants and animals can provide food 
and hunting practise for your inhabitants. 

There are nine races that can be attracted to 
your station, and a whole host of other lifeforms 
can be grown or found. The two-headed 
Turakken have evolved two brains to allow 
higher clarity of thought, and building a 
laboratory will encourage them to research new 
technologies for you to use. Conversing with 
them will sometimes lead to the two heads 
disagreeing with each other, making for one of 
Startopia's many humorous touches. But if 
Turakken are left idle, they might start 
"improving" perfectly good systems, causing 
chaotic results. 

Zedem Monks provide spiritual guidance to 
other races, but if they end up with too much 
time on their hands, they start brainwashing 
other citizens, and can leave your station 
populated with nothing but monks. They don't 
get on well with the Turraken, thanks to the 
scientist's dismissive attitude to their beliefs. 

The burly Kasvagorians are Startopia's warrior 
race, and make perfect security guards. They like 
practising their skills by hunting on the bio¬ 
deck, but if left without sufficient opportunity 
for violence, they are prone to starting random 
fights. Polvakian Gem Slugs are the aristocrats 
of the galaxy, and although they are snobbish 
and hard to please, they are extremely wealthy 
and produce a hard, energy rich substance called 


I n 1996, celebrated developer Bullfrog was 
working on a game entitled Creation; in 
development for five years, no end was in 
sight. EA, which had become the owner of 
Bullfrog the previous year, decided the game 
had no future and canned it. 

This decision prompted three major employees, 
Mike Diskett, Fin McGechie and Guy Simmons to 
leave Bullfrog and start Mucky Foot. Their first 
release. Urban Chaos ("a refreshing new 
direction for third-person action games," 
according to Games Domain) failed to receive its 
fair portion of critical acclaim, and as Mucky 
Foot put the finishing touches to its Dreamcast 
conversion, it is preparing another treat for 
gamers. 

In Startopia, the player is cast as the 
controller of an area of a huge wheel-shaped 
space station. Building different facilities will 
attract different aliens to your area of the 
station, each with their own personality. 

Satisfying their needs requires the usual 
'Theme' balance of construction and 
management. 

Instead of playing against a 
pretend opponent, Startopia will 
have three computer-controlled 
commanders spread around the 
station competing for dominance. 
Players will be able to see the 
areas of the station not under their 
control, and even send shape- 
shifting spies into them to 
eavesdrop. 

The station is split into three decks: 
the lower deck, where the industrial and 
technical work goes on; the central deck, 
where residential, commercial and 
; entertainment facilities are found; and the 
bio-deck, where nano-soil is used to 
sculpt an artificial environment for 
entertainment, recreation and growing 
food. Various droids are available to 
maintain your station - scutters take 
care of menial tasks like building 
facilities, and impressive security 
droids can watch over your citizens. 
Mucky Foot has built an excellent 
engine to display the station in full 
3D, with a free camera, so if you 
want to stroll round your station as 
if you were a lowly citizen, you can. 
Resource management has been 
deliberately simplified. The aliens 
dispense energy as a form of emotion which is 
gathered in a glowing, pulsating, shiny 
Collector (boasting some neat reflection 
mapping). They also spend energy in the 
various facilities you provide. Each facility, 
though, uses a certain amount of energy to 
maintain - so if you run short, areas will 
begin to shut down. 


Two 
hideous 
green heads 
are better 
than one 



18 Pipeline www.gamesdomain.co.uk 







I 




"turdite" (it's true) 
which can be collected 
and turned into pure 
energy. 

Startopia will have a 
slightly different 
structure to past, 
similar games. By 
providing a wider 
variety of mission 
objectives the 
developers hope to 
avoid the repetition 
that plagued Theme 
Hospital. Mucky Foot's 
aim is to make it 
possible to play 
however you want: a 
crime-free station will 
be possible, as will one infested with 
skulduggery and miscreants. Each will have its 
advantages and disadvantages - for instance, 
crime-ridden stations will have a greater 
tendency to research big weapons and defences. 

Space pirates will attack your station, 
requiring you to raise a strong Kasvagorian 
force to repel them. Outbreaks of Flangelian 
Moon Plague will make a well-equipped medical 
facility a must. Even the galaxy's most infamous 
merchant, Arona Dali, will trade with you, and 
eventually players will need to take him on for 
control of the largest space station in the 
galaxy. 

Mucky Foot hopes to have Startopia finished 
in November. 


building, 
Eric 
suddenly 
realised, to 
his horror, 
that he 
didn’t have 


a nose 


cVfr Pi 
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■ PUBLISHER: MICROSOFT ■ DEVELOPER: ANGEL STUDIOS ■ RELEASE: OCTOBER 


MIDTOWN MADNESS 2 




M icrosoft has gone mad. The follow-up 
to the incredibly entertaining and 
successful Midtown Madness will soon 
be coming to a store shelf near you, and this 
is one game you won't want to miss. We got 
our hands on a single-player beta of Midtown 
Madness 2, and if this is just the appetiser, 
we can't wait for the main course. 

Midtown Madness 2 follows the original with 
over-the-top arcade racing action combined with 
semi-realistic physics, where minor fender 
damage is worn like a badge of honour. If you 
finish a cross-town race unharmed, you either 
cheated or came in last place. 

Midtown Madness 2 is immediately familiar, 
though much has changed. The most notable 
additions to the sequel are its two new cities: 
foggy San Francisco and foggy London. The 
streets of San Francisco are lovingly detailed and 
quite realistic. Every major landmark has found 
its way into this game, including the Golden 
Gate Bridge, Coit Tower and Union Square. As 
you would expect, the steep and angled terrain 
makes for exciting high speed driving. Cars fly 
through the air down steep descents and curb¬ 
jumping is taken to a new level. 

London is a bit tamer, though just as visually 
pleasing. Adventurous drivers can head 
underground and drive through the subway 
system and navigate the Thames. Every major 
historical landmark makes an appearance, 
including Big Ben and Buckingham Palace. 

Most of the cars from Midtown Madness are 
here and ten all-new vehicles round out the 
game. The British vehicles include the 
ubiquitous Mini and London Taxi, as well as an 
Aston Martin Vantage DB7 and a double-decker 


bus. Players can drive the US cars in London 
and other motors include the gorgeous Audi TT. 

Gameplay remains largely the same with few 
new twists. Crash Course racing feels a lot like 
Blitz and the London Taxi Cab School feels the 
same. These scenarios help the player learn to 
drive and, more importantly, familiarise the 
player with the city. Multiplayer has been 
improved from four players to eight, though this 
wasn't working in the beta we played. The only 
real complaint we had with the original game 
has been addressed in the form of a new physics 
engine that feels a little bit more realistic. The 
cars now bounce, jostle and interact with the 
environment in a more realistic manner. Damage 
modelling has also improved and can be quite 
subtle. 


Midtown Madness 2 looks set to deliver a 
wonderful mix of arcade action, fast-paced 
driving and thrill-a-minute close calls. We'll 
stand in line for the final release. 
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You wouldn’t settle for distorted images in real-life so why should gameplay be any 
different? Once the exclusive domain of high-end graphic workstations, Voodoo5 brings Real-Time 
Full-Scene Hardware Anti-Aliasing to your desktop. The Voodoo5 eliminates "jagged" lines on your 
screen creating the most smooth and clear 3D landscapes possible at resolutions as high as 
1024x768x32bit. Featuring 64MB of memory for peak graphics performance, VoodooS will visually 
improve every game you own. 
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See Hie Difference at ECTS 


00 and at www.europe.3dfx.com 


The Voodoo Family. Voodoo4 and Voodoo5 
At all good electronic retailers near you. 


Voodoo4™. Voodoo5™, and 
Ail rights reserved. Specific 








W estwood's decision to split its 
powerful Command & Conquer 
franchise in two caused some diverse 
reactions among the gaming community: 
cynical sniffs from those who pictured the 
huge profits Westwood would undoubtedly 
make from releasing more C&C games, and 
hopeful smiles from Red Alert fans. From 
last year's Tiberian Sun, two games will be 
made - Command & Conquer: Red Alert 2 and 
an as-yet-unnamed sequel to Tiberian Sun. 

Red Alert 2's graphical style has been 
noticeably changed from Tiberian Sun - it has a 
much more "comic-book", hand-drawn 
appearance to it, and the gameplay’s focus has 
been shifted from tactics to action. The 
interface has also been simplified, to help the 
game appeal to those who wouldn't normally 
pick up a strategy game. 

True to form, Westwood's LA film studio has 
spent some serious dollars on Red Alert II's cut- 
scenes. It took a cast of 20 actors (from the 
likes of Twin Peaks, Armageddon and Northern 
Exposure), over 30 crew and 17 full sets 
(including the Oval Office and the Pentagon) to 
produce. 

The cut-scenes detail a typically complex plot 
involving the Russians invading the USA with a 
variety of exciting toys like nuclear bombs, 
giant squids and Yuri the psychic warrior. 
American forces fight back with the help of 
Albert Einstein and some dolphins. Based on 
that information, my money is on the Russians 
- but we'll see. 


Other Allied new units include teleporting 
Chrono Legionnaires, Solar Refractors, (which 
collect energy from the sun then fire it at 
enemies) and aircraft carriers for launching air 
strikes on enemy coastlines. 

Tanya, from Red Alert, is back - she can now 
swim to let her cross bodies of water. Kara 
Wuhrer, from Beverly Hills 90210, takes her role 
in the cut-scenes. 

On the Soviet side, giant squids can attack 
ships from beneath with a forest of tentacles, 
and missile submarines make a welcome return, 
firing powerful projectiles at land targets. In 
the air, the new Kirov Airship carries a powerful 
cargo of bombs and, unlike other aircraft, never 
needs to re-arm. 

New Allied buildings comprise a weather 
control centre (allowing players to create 
lightning storms), a defensive Prism Cannon, 
and the Air Force Command structure complete 
with radar and landing pads for four aircraft. 
Soviet bases benefit from cloning vats, to 
produce infantry more quickly, nuclear reactors 
to power entire bases, and psychic sensors to 
detect enemy actions. 

But what's not so new is the playing style. 

The interface now has tabs at the top to jump 
straight to infantry, vehicle or structure 
building menus, but is otherwise similar to 
Tiberian Sun's. The new weather effects look 
like fun, and although we weren't able to try 
the single player campaign, the screenshots 
show it will feature lots of familiar cities and 
locations. It's sure to be a big Christmas hit. 
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GRANDPRIX 3 



S o the wait is 
over. As GDO's 
smiling 

postman handed 
over the envelope 
containing Grand 
Prix 3, the poor man 
was almost buried 
under flailing 
bodies, each one desperate to be the first to 
install the latest Geoff Crammond stunner. 
Mike was lucky enough to come out on top. 

On firing up GP3 for the first time, it runs 
through a short calibration procedure to 
establish the best resolution for your machine. 
For reference, we found it ran with maximum 
detail at 1280x1024 on a relatively modest 
Athlon 600 with a SDRAM Geforce, but needed 
dropping to 1024x768 on a PIII-500 with a 
similar card; even then, it could be slightly 
shaky. Those with lesser video cards or 
processors should probably steer well clear. But 
from the first glimpses of GP3's engine the 
procedure gave us, it was obvious it would be a 
class act. 

On a good machine, the graphics are 
breathtaking - running smoothly and with 
plenty of detail, they really lived up to our high 
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review 



Telemetry and setup options 
are comprehensive, and the 
weather changes as races 
progress. 





DRIVER ASSISTANCE 


Auto-right-the-car: 

Leaves you pointing the 
right way after a : 


Suggested gear: 

Provides a recommended gear for each corner, 
giving you an idea of the right speed 


Automatic gears: 

Banish those cog- 
shifting woes. It's 
not rocket science 


Indestructibility: 

Be as crash-happy 


Traction control: 

Stops wheels from losing 
grip under hard 
acceleration or braking 


Steering assistance: 

Helps keep your car on 
the straight and narrow 


















































































expectations. Jumping straight into a 
Ferrari and heading for Monaco, we 
took the wheel. Leaving all the driver 
assistance options on, GP3 provides a 
straightforward driving experience - 
probably rather too straightforward to 
enjoy for any length of time. But it 
gave us a chance to relax and enjoy 
the Monaco scenery. The town 
buildings are simple cuboid objects, 
but the textures are astonishingly 
crisp and the effect is highly 
impressive. 

As we slipped into the usual Monaco 
procession of cars (overtaking is 
realistically difficult on the narrow 
city streets) we noticed a little puff 
of smoke coming from a car three 
places ahead. A few minutes later, it 
was followed by another, then a continuous 
stream. We realised Mika Salo was soon to retire 
and, sure enough, after the next straight he 
pulled over and the marshals moved his car out 
of the way. 

A little exploration of the collision model 
(purely in the interests of completeness, you 
understand) reveals that player cars are more 
resilient than they should be; your car can take 
much more damage than those of your 
opponents. Clearly a deliberate choice for 
gameplay reasons, it means clipping a barrier or 
a competitor won't end your race. Wheels ride up 
over each other, cars can flip, land upside-down 
and even break into pieces. Playing back huge 
crashes is great fun. 

Force feedback is another major addition to 
this version, and has been handled appropriately 
subtly - you can feel the kerbs through the 
wheel and the strong resistive forces make 
driving a long race physically draining. 




REPLAY MODE^ 



Wet races feature too, and the track conditions 
dynamically vary over the course of a race, so 
enterprising drivers can gamble on the weather 
clearing and take intermediate tyres rather than 
full wets. Surface water reflects the scenery, and 
astonishingly this complex effect causes no 
discernible slowdown. On occasion a track will 
be wet in some areas and not in others. Keeping 
the car in a straight line on a wet track is by no 
means easy, and you'll really need to change 
your driving style to get round in one piece. 

Reading the weighty manual will give you all 
the information you need to get to grips with 
the comprehensive selection of tweaks - practice 
laps are recorded and the car telemetry can be 
viewed as a graph. Finally you'll be able to see 
whether you really were quicker round that 
corner than last lap or not. 

The behaviour of your fellow racers is modelled 
seriously well. Although they don't exhibit 
individual characteristics ("unfair", according to 
the team) they make a very convincing 
impression of humans. Particularly impressive is 
the way they deal with unexpected incidents or 
crashes - a stopped car or two on the track is no 
problem, and there's no tendency for queues of 
stationary cars to form. If you get bored of 
racing pretend opponents, LAN multiplayer 
makes for some exciting tussles. 

On closer inspection it became obvious the 
graphics aren't without problems - on tight 


corners, cars ahead of you are sometimes visible 
through the barriers and cars will occasionally 
float above the gravel traps. The 2D marshals are 
a little disappointing, too - they appear and 
vanish into nowhere, and although their subtle 
shadows give them depth, it would have been 
interesting to see how proper 3D figures would 
have looked. 

The generous damage model won't please 
purists, and nor will the "black flags" - rather 
than forcing drivers to pit for a ten second 
penalty or removing them from the race, 
misdemeanours will cause a 20 second loss of 
power, restricting your car's speed. Severed 
wheels and bodywork that remain on the track is 
just decoration, and driving through it will have 
no effect on your progress. The driver, team and 
track data is based on the 1998 season - this 
will disappoint some, as it means there's no 
Jenson Button or Jaguar team, and there are 16 
tracks instead of this season's 17. 

All these are minor points, however. GP3 has 
clearly been developed to be the best FI racing 
game on the market, rather than the most 
realistic. Evidence suggests the driving model is 
accurate - but, far more importantly, it is huge 
fun to play. If your PC is up to scratch, it will 
keep you happy for many, many months. If not, 
here's the perfect excuse for that Geforce 2 
you've been promising yourself. Sheer class. 


SYSTEM Min Req: PII-266, 32MB RAM 

REQUIREMENTS: GDO Suggests: PII-400, 64MB RAM, modern 3D card 

■ PUBLISHER: HASBRO ■ DEVELOPER: GEOFF CRAMMOND 

■ RELEASE: OUT NOW 


PROS 

©©[MIS 

+ Deep and engaging 

- Needs a ninja PC 

+ Fantastic “feel” 

+ Multiplayer races 

+ Dramatic crashes 

- 2D marshals 


CHECK OUT OUR WEBSITE: 


www.gamesdomain.co.uk/gdreview/zones/reviews/pc/aug00/gp3.html 
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the NIGHTMaRc child 




A s disturbing as it may seem, there are 
apparently some people who see clowns 
as somehow friendly, happy and even 
funny figures rather than horrible and evil. 

Fortunately, the creators of Kiss Psycho Circus: 
The Nightmare Child know which side their scary 
clown-flavoured bread is buttered on, as Kiss 
Psycho Circus takes place in a realm inhabited 
by evil clowns under the control of the 
Nightmare Child. Only you, playing as members 
of rock group Kiss can ensure the tears of a 
clown and wipe the smiles off their painted 
faces. (The manual doesn't state why the only 
people who can save this weird alternate world 
are a bunch of glam rockers!) 

While Psycho Circus isn't a revolutionary title, 
it offers plenty to keep 3D shoot ’em up fans 
entertained. With somewhat mindless but fun 
gamplay, Psycho Circus has more in common 
with Blood and the inferior, but similarly dark, 
Blood 2 than with Half-Life: impressive AI and a 


compelling storyline are not to be found here. 
Instead, twisted levels, macabre monsters and 
high-octane blasting are the order of the day. 

The game is split up into five realms where 
you get to kick clown bottom. Each has you 
playing as a different member of Kiss - Gene 
Simmons and, er, the other blokes - and these 
realms are, in turn, split up into about eight 
levels each. You get to explore an abandoned 
roadhouse, a warehouse, a spooky town square, 
an abandoned city, caverns and more. These are 
full of twists, turns and other surprises and are 
rarely mundane. There are no hubs to get lost 
wandering around; the most you'll have to do 
here is collect a key or flick a easily-seen switch 
to open a door. In the latter case, you are 
nearly always shown where the door you have 
opened is, so there's little to-ing or fro-ing 
required, just plenty of monster-maiming. 

And there are indeed plenty of monsters lining 
up to fight you. The cannon fodder of the game 
include: the ’Headless' - strange walking crablike 
creatures; fire-spitting dog creatures; cannon 
ball-hurling strongmen; half-spider, half-clown 
Arachniclowns; Fat Ladies; and a whole host of 
really freaky other monsters, including the 
Nightmare Child himself. None of them are too 
bright, attacking you at every opportunity but 
not dodging your gunfire. A nice touch is the 
unobtrusive little meter which pops up when you 
hit a monster, letting you to know how much 
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damage you need to do to them before they 
expire. 

Weapons include a rocket launcher, a 
chaingun, close-up weapons, a BFG-style laser 
gun and others. There's also a whip which can 
be used as a kind of a grappling hook in certain 
areas to swing onto pre-positioned hooks to get 
to another area of the level. You also get to 
point them at the face of human opponents in 
the deathmatch mode. You may have a bit of a 
problem finding a multiplayer game unless you 
have access to a network as there's no Gamespy- 
style matchmaking service included with Kiss. 
But taking into account the fact that Psycho 
Circus only supports head-to-head deathmatch 
play (and there are plenty of better established 
multiplayer games about offering more varied 
multiplayer options), you're not going to be 
missing much. 

This title won't win any awards for originality, 
but it is strangely entertaining. This is partly 
due to the truly bizarre baddies that assault you 
and the strange locations you find yourself in as 
you make your way through the Psycho Circus 
world. It is also because there's enough 
challenge and carnage to keep most hardened 
shoot 'em up addicts busy. 

Kiss Psycho Circus is by no means a classic 
game - it doesn't redefine the shoot 'em up 
genre, nor does it offer enough to keep you 
coming back to the game after you've finished 
it. But if you're a Kiss fan, a gamer with a taste 
for the macabre, or just a shoot 'em up fan 
looking for something to tide you over till Half 
Life 2 or whatever, then Psycho Circus is worth 
checking out. 
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SYSTEM Min Req: PII-266, 64MB RAM 
REQUIREMENTS: GDO Suggests: PII-300, 64MB RAM 


■ PUBLISHER: TAKE TWO ■ DEVELOPER: THIRD LAW INTERACTIVE 

■ RELEASE: OUT NOW 


+ Very addictive while it lasts 
+ Wonderfully gothic and spooky 
+ Definitely fun to play 


IMIS 

- Not particularly innovative or original 

- Poor longevity 


CHECK OUT OUR WEBSITE: 

www.gamesdomain.co.uk/gdreview/zones/reviews/pc/julOO/kiss.html 
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WARLORDS RRTTLECRY 



T he turn-based Warlords fantasy-strategy 
series is something of a classic. While 
not as graphically rich as many of its 
competitors, subtle nuances of strategy made 
it stand out. Now SSG has done the 
unthinkable, propelling the leisurely turn- 
based game system into a real-time strategy 
(RTS) variant, and a surprisingly good one 
too. The design unashamedly adopts some of 
the best features from other real-time 
strategy games, but adds addictive new 
factors such as role-playing-game-style hero 
development. 

Battlecry is set in the same gaming world as 
the previous Warlords games, so you'll recognise 
the unicorn, reaver and minotaur units. You play 
a campaign or stand-alone skirmish battles. It's 
a deceptively deep game, with a refreshingly 
detailed manual. 

Being typical fantasy fare, Battlecry touts nine 
D&D-derived races, but the most important 
character is your hero, who can specialise in any 
of 16 classes such as barbarian or alchemist, 
with access to over 80 spells and a couple of 
dozen skills and abilities. Spells are split into 



nine spheres in which different classes can 
specialise as they gain experience through 
battle. 

Heroes exert a circle of influence in which all 
friendly units gain combat bonuses. They can 
cast area spells that can also boost friendly 
units (or harm enemy ones) in that radius of 
influence, an ability which mirrors their "stack 
bonus" in the turn-based Warlords games. Each 
hero has four primary stats and these add to the 
skills and abilities (which depend on class and 
race) that shape the character. They can 
undertake quests at shrines, can find and wear 
items in their inventory, and can take a retinue 
of units with them from battle to battle. 

The key to success in Battlecry is control of 
resources, namely gold, gems, stone and metal. 
You have to convert mines to make them 
automatically generate output into your global 
resource store. Only heroes, generals (built from 
advanced structures) and certain buildings can 
perform conversions, so you invariably need to 
risk your hero to make aggressive resource gains. 

There is a central town hall building which, as 
in Age of Empires, you have to raise in level to 


gain the ability to build other new structures. 
There are over 40 buildings, including mage 
libraries and dragon nests. Each building enables 
upgrades, either to unit types or abilities, or to 
enable more new structures. Different races have 
different construction options, different resource 
requirements, and access to different skills: for 
example, wood elves can gain "farseeing" to 
reveal all fog of war. Each race thus plays quite 
distinctly. 

The graphics are particularly clear at 
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SYSTEM MIN: P233, 64MB RAM 

REQUIREMENTS: GDO SUGGESTS: PII-300, 64MB RAM 


■ PUBLISHER: SSI ■ DEVELOPER: SSG 

■ RELEASE: OUT NOW 


+ Hero development extra dimension 
+ Highly customisable skirmish modes 
+ Variety - 83 spells, 9 races, 16 hero 
classes 


cg(o)[Nr 


- Units don't always react to ranged 
attacks 

- Single player hero development 
needs tweaking 


CHECK OUT OUR WEBSITE: 

www.gamesdomain.co.uk/gdreview/zones/reviews/pc/julOO/wlbc.html 


1024x768, which ran very smoothly on our PHI 
system. The frame-rate is helped by the unit 
limit, but this limit is reasoned; you can control 
more units with more buildings, a higher level 
town centre and a hero with a high command 
rating. There are a number of different terrain 
types, some excellent unit animations and some 
impressive combat effects. 

The game interface is strong, packed with 
features, of which the most important is the 
ability to queue commands freely. You can set 
waypoints, patrol points, muster positions, unit 
aggression levels and basic formations. Hotkeys 
allow fast access to every command, including 
dynamically assigning function keys to spells. 
Respect is shown for the four-thumbed gamers 
amongst us through the ability to pause the 
action to issue orders. However, one interface 
quibble is that having 'F12' as the pause key is 
clumsy; another is that selecting units from a 
crowd can be quite fiddly. 

The gameplay is surprisingly very similar in 


spirit to the old turn-based game. Instead of 
cities being your production powerhouses, you 
need mines and barracks-type buildings. You 
also have to build multiple barracks because the 
computer player will utilise all its spare 
production capacity against you. Another 
feature carried over is the army bonus system; 
certain units can cause fear, chaos, terror, awe, 
poison and disease. It's important to recognise 
these and know how to deal with them. 

The enemy is quite aggressive - sometimes 
too much so, such as when other heores wander 
into your camp in a suicidal quest for resources. 
The unit intelligence is mixed; path-finding is 
good, even on maps with lots of rivers, trees 
and water. 

On the flip side, unit aggression is 
occasionally a problem - enemies sometimes 


don't respond to ranged attacks and can, to an 
extent, be picked off by ranged weapon units. 
Some campaign missions are tactical with no 
base building, and these show up such flaws 
more readily. 

The skimish mode (solo or multiplayer) is 
excellent, with 13 game variants including new 
ideas like CTF being a game of "convert the 
flag". In skirmish mode you can set fog of war, 
line of sight and an admirable array of other 
options. 

While most designers are attempting to take 
RTS gaming into new 3D lands, it's a pleasant 
surprise to find a traditional 2D RTS that 
manages to offer an addictive experience. 
Battlecry has been crafted by a design team 
with one of the longest-standing pedigrees in 
the business, and it shows. It's not without a 
few flaws, but it captures the essence of the 
excellent original series well. While Battlecry's 
graphics aren't its best feature, its deep hero- 
oriented gameplay makes up for the lack of 
glitz. It's the game Total Annihilation: 
Kingdoms should have been. 
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CARMAGEDDON TOR 




S trange now to 
think the original 
Carmageddon was banned by the BBFC. 
They caused publisher SCI to replace the 
blood-spattered flying corpses with green 
ooze-spilling zombies before the game could 
be released in the UK. Amid the hysterical 
cries of the gutter press, most players just 
patched the blood back in. The inevitable 
flood of Carmageddon-related street killings 
and car crashes has, surprisingly, failed to rip 
apart the fabric of society and it is still 
possible for little old ladies to cross the road 
without fear of being mown down by passing 
dump trucks for a measly 200 credits. Shame. 

The first two Carmageddon games came in for 
some high praise from Games Domain. Cast as 
the driver of one of a number of high-powered 
death machines, your task was simply to 
eliminate other cars in a bizarre race to the 
death against the clock. Pedestrians were fair 
game, too, and by dreaming up inventive ways 
to spread them thinly along the road you earned 
extra credits, which could then be spent on 
upgrading or repairing your car. Tracking down 
and murdering every pedestrian on the map or 
completing the race also led to success, but 
were so boring and long nobody ever seriously 
tried. Damaging other cars or mowing down 
pedestrians earned more time, as did crossing 
checkpoints, so as long as you kept smashing 
things, so time wasn't too much to worry about. 

Carmageddon 2 gave players the added options 
of purchasing defeated cars to drive, and 
introduced the police; driving heavily armoured 
tank-like vehicles, they made powerful 
opponents, and didn't take too kindly to the 
flagrant Highway Code violations on display. 

TDR 2000 offers more of the above, plus a 
shiny new campaign option. This takes players 

through nine 
different 


environments, 

including a theme park, docks 
and slums. Each has five levels, composed of 
both straight races and 'missions'. Missions see 
you trying to escape from one environment and 
onto the next, but the majority of them have 
you driving round a half-empty level looking for 
collectibles - 'bomb fragments' or 'fuses' - and, 
once completed, delivering the bomb to blow up 
something. 

Physics has always been handled with tongue 
firmly in cheek in the Carmageddon series, and 
the latest instalment is no different. Handbrake 
turns, wheelspins and doughnuts are all 
encouraged, even to the extent of having a 
specific "wheelspin" button. 

Familiar power-ups scatter the levels, and have 
various comedy effects on your cars and 
pedestrians. There are weapons, bonuses that 
affect the way your car handles or accelerates 
and weird things that seem to have been put in 
for a laugh. But the list will sound familiar to 
Carma players, because there seem to be next to 
no new power-ups in this new chapter. 

After completing one of the smash 'em up 
stages, each car is available to buy. As was ever 
the case with Carmageddon, though, they are 
always a bit of a let-down, and instead money is 
better spent on upgrading the standard vehicle; 
it offers by far the best handling vs. durability 
compromise. But the designs are imaginative 
and varied - from giant single wheels to trucks 
and tanks - it's all here. 

TDR has seen a bit of a graphical revamp since 
the last instalment. There are some reasonable 
smoke and fire effects, and pieces of the cars 
become detached and bounce away. Car skins 
can be easily modified by gamers, so it is easy 
to repaint your death machine. However, on our 
test-bed PC, TDR could barely maintain a decent 
frame-rate at the unremarkable resolution of 
800x600 although SCI has challenged this point 
saying it has tested the game on various 
machines without experiencing any reduction in 
fra me-rate. 

Sounds, though, are frequently funny. Other 
drivers curse and pedestrians make entertaining 
squelchy sounds when squished. But you'll want 
to stick in your own music CD, unless you are 
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SYSTEM Min Req: PII-233, 64MB RAM 
REQUIREMENTS: GDO Suggests: PII-400, 64MB RAM 


■ PUBLISHER: SCI ■ DEVELOPER: TORUS GAMES ■ RELEASE: SEPTEMBER 1 


CHECK OUT OUR WEBSITE: 

http://gamesdomain/gdreview/zones/reviews/pc/jul00/tdr2000.html 


PROS 

+ New engine 
+ Fun in multiplayer 
+ Imaginative landscapes 


©©IMS 

- Just the same as Carma 2 

- Slow 

- Has lost shock value 


into TDR's shameless kind of potted death-rock- 
nonsense. 

But TDR just doesn't have the gameplay depth 
the amusing concept deserves. Eliminating 
opponents is too simple and the low-gravity, 
nervous-handling physics model doesn't lend 
itself to the precise driving the missions need. 
On later levels once opponents start to chase 
you for the collectibles, frustration sets in. 

Multiplayer modes are more fun. The best, as 
always, is the 'fox and hounds' mode, where one 
driver is chased by everyone else. Catching him 
(and generally smashing his car into a wall) 
makes you 'it', and it's your turn to start 
running. The first player to amass enough time 
as 'it' wins. Simple, but effective, and finding 
others to play against will be easier with the 
provided online matchmaking service. 

Compared to the other chief competitors in 
the vehicle violence league, Grand Theft Auto 2 
and Driver, Carmageddon is left looking a little 
sad. Although the use of technology and 
multiplayer facilities in TDR are way ahead, it's 
got none of the sense of involvement or 
mischief that GTA 2 did so well. Next to Driver, 
the missions feel loosely structured and samey. 
Like a Delia Smith recipe, it's got all the right 
ingredients, but just isn't really very much fun. 
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TOMB RAIDER 


STOCK‘EM UP! 

I 

SOLD; OUT S INDIE-PACK 2 AVAILABLE SEPTEMBER 2000 


''f W |r | 

INCLUDING 


TOMB RAIDER 


GRAND THEFT AUTO 


BROKEN SWORD 2 


CHAMP MANAGER 2-96/97 


MANIC KARTS 


EXCLUSIVELY FROM 
INDEPENDENT RETAILERS 

£4.99 EACH 
OR 3 FOR £9.99 


any 3 GREAT GAMES FOR 


mmAr* — 

IHSf-W MM.WEACH1 


MANAGER 


ALSO AVAILABLE THE 


ORIGINAL SOLD OUT 
INDIE-PACK 1 


BROKEN SWORD 2 CHAMP MANAGER 2-96'97 MANIC KARTS 


GRAND THEFT AUTO 





S old Out Software 
make more games 
than anyone else so if 
your game is arcade, shoot 
'em up, sim, or adventure, 
you’re sure to find your 
favourite game at the 
lowest price around. 

Now, the range is even 
better value. 

We've hand-picked a 


collection of our finest 
titles that you you can buy 
individually for £4.99 or any 
three for just £9.99. 

Check out our two new 
value packs. We feature 
12 of the most playable 
games around! 

And, all titles have full 
Windows functionality, 
include Sold Out's 


easy-to-use installation 
software, and are 
fully supported by 
telephone and internet 
customer services. 

So, just pop down to your 
local independent retailer 
and take advantage of 
some seriously good value. 
You'll also get great service 
to boot! 


INCLUDING 

• PC PETS VOL I 
•ATOMIC BOMBERMAN 

• BROKEN SWORD 
•ARMY MEN 

• F 16-FIGHTING FALCON 

• CHASM-THE RIFT 



For more information on the Sold Out range of products visit www.sold-out.co.uk 


020 7928 9655 


or telephone 


Lara Croft and Tomb Raider are trademarks of Core Design Limited. Lara Croft and Tomb Raider © 
Core Design Limited 1996-2000 Eidos Interactive Ltd. All Rights Reserved. © 1997 Take Two 
Interactive (Europe) Ltd. All rights reserved. Developed by DMA Design Ltd. Broken Sword II - The 
Smoking Mirror ’ and © 1997 Revolution Software Ltd. Broken Sword are registered trademark of 
Revolution Software Ltd. Championship Manager 2 ". All rights reserved. Developed by Eidos 
Interactive Software. Spec Ops is a registered trademark ofTal<e2 Interactive.© l999Take2 Interactive 
(Europe) Ltd Program design by Zombee Inc. All rights reserved. Published under license by Sold Out 
Sales and Marketing Ltd. 
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This has been a month of cross-overs, where characters from 
books and TV have made their way into the interact' 

The Little Prince interactive storybook from Tivola has made its 
appearance and Channel 5's Bear in the Big Blue House has been 
released fQ.r PC. Besides that, you had better hang onto yoi 
nappies because those loveable Nickelodeon Rugrats are 
continuing their console success on Game Boy Color. 
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With the holidays almost over www.kidsdomain.co.uk can still 
brighten up your day - so come and pay us a visit. If you have 
any comments about the magazine eifiail us at: 

gdo@gamesdomain.com 
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We've gone a bit animal crazy with our jokes this month. Don't forget, 
if you know any good gags send them to Jokes, Kids Domain, Unit 2 
Cuckoo Wharf, 435 Lichfield Road, Aston, Birmingham B6 7SS. 
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Rtigrats Time Travellers 


TOMMY PICKLES 

Hi! My name is Tommy Pickles* I'm 
one years old, and now I’m o txg 
brother, too! I like to go on 
adventures. Some peoples are a* 
scared of adventures, but I say a 
baby's gotta do what a baby's 
gotta do. 


When I go splormg, I like to go 
with my fnends. Maybe you’d like 
to go on an adventure with me* 
First, meet my family, the bestest 
family in the whole world* 


H ang on to your nappies 

Rugrats babies are going back in time! 

The ever-popular Nickelodeon babies continue their 
successful console outings with this Time Travelling 
adventure for the Game Boy and Game Boy Color. The 
curious kiddies have found a magical Time Machine in 
a toy store, which sends them back in time. 

There are ten levels to complete in this side-scrolling 
platform adventure game. In each level you have to 
collect items, search for a special toy or another 
Rugrat baby. Once all the necessary items have been 


collected, you have to find the time travel portal to access 
the next level. 

Each stage is based on a different time period, from a 
lunar landing to the Wild West. You also get to play games as 
aLL the different Rugrats characters: from travelling back to 
the age of the dinosaur as Phil, avoiding giant bugs and 
sabertooth cats; to venturing back to Ancient Greece and 
exploring a sunken city as Tommy, donning a snorkel and 
swimming costume for a bit of underwater exploring. 

There is no denying this game looks good. The Rugrats are as brash and bold as they 
are on TV and the backgrounds are colourful and full of 
detail. However, the basic nature of the game, namely 
leaping around inanely as you try to find tokens, makes the 
title look slow and clunky. Apart from one section, when 
Chuckie gets stuck in an underground mine cart and goes 
tearing down the tracks, there is really nothing spectacular 
to challenge the scrolling graphics. 

The gameplay is straightforward and should be, as it is 
largely aimed at rugrats themselves. However, some of the 
levels have a confusing design, making them fiddly to complete. You don’t have an attack 
move either, you just avoid enemies by jumping over them, which gets tricky. Whilst you 
don’t die if you hit an enemy, you lose an item from those you have collected, which 
becomes frustrating as you have to search again to find all the items needed. 

The difficulty levels also cause irritation, as they are 
set too high. Play on ’easy’ and it’s difficult, ’medium’ gets 
worse and ’hard’ makes it nigh on impossible to collect all 
the tokens needed. Couple this with a very unforgiving clock 
counting down the time allowed for each level, add some 
passwords that are quite unmemorable and you get a very 
basic scrolling adventure game that is just too difficult for 
its audience. Reviewed by: Maria Georgiou 


V 


J 


Publisher: THQ (www.thq.co.uk) Platform: Game Boy and Game Boy Color Age: three years and over 
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Bead's Sense of ^venture 


I n Bear's Sense of Adventure, Jim Henson's characters are brought to life as they 
five senses. Bear leads you through the Big Blue House, looking for ingredients to 
and helping other characters with tasks. 

Each task relates to one of the senses: Treelo wants to pla 
Pip and Pop want to make Clam Dip (taste). Each activity needs three objects which 
can be found around the house; if you're stuck, you can get help by clicking on your 
list of objects needed (which is always accessible). Once you have the objects, you 
can complete the activity and earn a picture book about your adventures. 

There are also fun games to play, hunting for cheese with 
Tutter the mouse and creating new musical sounds with 
Treelo. If that's not enough, there's loads of interactive 
objects too - click on the clock and Bear tells you about 
time; choose the umbrella and he'll talk about rain. To encourage independent thought. 

Bear asks players about themselves: "What sort of a house do you live in?" "Have you ever 
been to a horse race?" The characters talk directly to the player, encouraging them to 
answer and take part in the activities. It feels like you're part of the game, rather than 
just an observer. 

Presing Escape bypasses the cut-scenes, and means you don't have to sit through the various songs 
repeatedly. The graphics were wonderful and look like video sequences, and the sound was equally impressive. 
There are, however, limited opportunities for replaying the game. Although you can change the objects you're 
looking for, they are still hidden in the same places. But, as Bear points out, when you've finished all the tasks, 

there's still games to play and things to do. 

Navigation is straightforward: big blue arrows allow you to move between rooms, 
and all the buttons are big and eye-catching - perfect for children learning to use 
a computer. 

The only problem with this software is that, 
occasionally, phrases are too American - especially 
if children are using the game as a learning aid. 

Objects are described as cupcakes and potato chips, 
and some spelling is Americanised. 

Overall, this game is excellent. The characters were wonderful, the activities were 
well-designed and explained the five senses brilliantly and the navigation round the 
house was simple and effective. Bear's Sense of Adventure is a highly recommended 
entertaining and educational game for younger children. Reviewed by: Kate Glanville 


Bear Competition 

Bear, the star of Jim Henson's award-winning TV show, Bear in the Big Blue 
House, is inviting you to win one of ten fun-filled goody bags. 

All you have to do is answer the following simple question and you could be the 
proud owner of a funky bear T-shirt, a miniature teddy bear version of Bear, some 
fridge magnets and some great stickers for you to collect and keep. 

1. What colour is Bear's house? 

Send you answers to Blue Bear Competition, Games Domain, 

435 Lichfield Road, Birmingham, B6 7SS. 

Bear In The Big Blue House is on Channel 5 (weekdays at 8am) from September 18. 
You can also catch him twice a day on the Disney Channel's Playhouse Disney 
(weekdays at 9.30am and noon) throughout the summer or visit his website at 
www.bearinthebigbluehouse.com 

* The editor’s decision is final, and no correspondence will be entered into. 


Publisher: Knowledge Adventure (www.knowledgeadventure.co.uk) Platform: PC Age: three to six years 
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B ased on the original tale written in 1943 by the French poet, pilot and journalist Antoine 
de Saint-Exupery, this interactive storybook combines illustrations with new animations and 
specially composed music. 

This child's fable for adults is one of the best read books in the world. It tells of a pilot who meets 
the little prince while struggling to fix his damaged plane that has beeni 
downed in the desert. The prince tells the pilot of his journey from planet to] 
planet and how a single adult populates each tiny world. The story the prince 
tells gives a gentle and grave reminder that the best things in life are still the| 
simplest ones and that real wealth is giving to others. 

Entering this program the initial temptation is to explore the universe but I] 
would recommend making Saturn your first port of call as it takes you to the i 
interactive storybook. Here you find out more about the characters you 
meet in the universe that are all taken from the original story. Some] 
knowledge of the story helps when trying to make sense of the rather | 
strange assortment of people you meet while flying around. The text isi 
decorated with drawings and animations bringing the book alive and' 
involving readers in a rich, rewarding experience, while Kenneth Branagh' 
provides the excellent narration. 

The standard of animation is spectacular throughout. A universe of stars' 

Vly past while planets hurtle toward you, appearing from nowhere. Earth is 
particularly spectacular, rotating on its axis as a small plane flies continuously around it. Click 
on the plane and you'll find the history of the author, including book and letter extracts and 
drawings and photographs of family and friends. Despite the large amount of 
animation that takes place, installation is very quick and moving between areas 
\ is slick. 

Hk The games, however, are not fast moving but their gentleness mirrors the 
original story. The Little Prince is atmospheric, visually stimulating and an 
exciting read that would fit perfectly into the literacy hour, promoting 
writing as well as reading. A feast for the eyes and ears, this is the best 
game that Tivola has ever produced. 

Win a copy of The LitHe Ftinoe interactive book 

We have ten copies of The Little Prince PC CD-ROM to give away. Each 
prize also includes a mouse mat and some stickers. 

To win a copy all you have to do is answer the following question. 

Which famous actor can be heard narrating the storybook? 

Send your name, address and answer on a postcard to Little Prince 
Competition, Kids Domain, 435 Lichfield Road, Aston, Birmingham B6 7SS 
before September 31. 

Competition is only open to UK residents. The editor’s decision is final and no correspondence will be entered into. 








Publisher: Tivola (www.tivola.com) Platform: PC Age: seven to ten years 













Order online at www.dancingedqe.co.uk 














HIGHLIGHT 


OVER 21,000 GAMES INDUSTRY DELEGATES FROM AROUND THE WO 


EUROPEAN COMPU 


C hristmas may seem light years 
away, but this month the games 
industry will be displaying its 
blockbuster hopefuls for the 
forthcoming festive season - the 
European Computer Trade Show (ECTS) 
is upon us once again. 

Now in its 11th year, ECTS has grown 
from humble beginnings at the Islington 
Business Design Centre into a massive 
exhibition of what we'll be playing over 
the coming months. 

Last year over 21,000 games industry 
delegates from 67 countries around the 
world, including almost 2,000 journalists 
and 250 exhibitors, crammed into a 
sweaty London Olympia exhibition centre 
to get what for many was a first look at 
the games bidding to make a splash on 
the high street. 

And this year's show, which once again 
takes place at Olympia from September 
3-5, looks like it will be bigger and 
better than ever before, with over 300 
exhibitors already signed up to display 
their wares to one and all. 

ECTS isn't quite as impressive as E3 - 
America's monster of a show based in the 
LA Convention Centre; a place which 
dwarfs most British city centres. But the 
expansion of ECTS over the last few years 
has made it the number one interactive 
entertainment show in Europe. 

As you can see from the photographs, 
publishers spare no expense in creating 
incredible booths from which to 
demonstrate their latest titles. 

And the parties which follow the daily 
exhibitions are equally impressive, with 
Sony and Sega in particular seeming to 
take as much care over the night-time 
activities as they do over promoting 
their games at the show. 

Of course, it's not all good news. Sadly, 
consumers are not allowed into the show, 
which is why we thought we'd give you a 
bit of an insight into what goes on 
behind the closed doors of ECTS and 
what GDO expects will be making an 
impression at the show. 



TRADE ONLY 


ECTS: a chance for publishers and 
developers alike to hawk their wares 
to a crowd of eager onlookers. Also a 
chance for the garish imagination of 
graphic designers to be let loose on 
an unsuspecting public. 
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RLD, 2,000 JOURNALISTS AND 250 EXHIBITORS...IT MUST BE THE: 

TER TRADE SHOW 



Big crowds are expected at 
Nintendo's stand. Although 
main floor showings of its 
next-generation console 
Dolphin (reportedly renamed 
Starcube) are unlikely to 
materialise, viewings of the 



iW ‘'faRS SUV... 


We spoke with ECTS event director Andy Lane to get the inside information 

on this year's exhibition. 

GDO: Why do publishers spend so much of their hard-earned cash on ECTS? 

Andy: ECTS is the biggest event of its kind in Europe. It gives publishers the 
chance to meet absolutely everyone of key importance within the 
European industry, from retailers and buyers to developers and the media. 
They can use the show to promote their products in time for the busy 
Christmas period, as well as actually meeting people and signing business 
deals. 

GDO: Why won't big companies like Sega and EA be there this year? 

Andy: Sega had a lot to say last year with the launch of Dreamcast, and had a 
big presence inside the hall with hardware and software on lots of stands. 
This year, it's not so important that the company has such a strong 
presence. Instead, Sony and Nintendo have the most to shout about, with 
the European launch of PlayStation 2 and viewings of Game Boy Advance 
and possibly Dolphin/Starcube, and both companies will be at ECTS. 

GDO: ECTS has always been a closed-door event. Will it ever be opening its 
doors to the public? 

Andy: The possibility of having a consumer day has been discussed in the past, 
however, ECTS is essentially a place for the industry to do business so it's 
not really appropriate to open it to the public. 

GDO: Some industry observers believe E3 has eclipsed ECTS. How do you respond 
to those claims? 

Andy: There's no doubt that E3 is a great show but it's a bit daft to suggest that 
there's no need for ECTS because E3 exists. ECTS provides Europe with a 
showcase for the industry that is geared towards the European market. You 
also have to admit that E3 does have one big drawback compared to ECTS. 
Americans. 


machine behind closed doors 
are certainly on the cards - 
this will be the West's first 
look at Ninty's answer to the 
PlayStation2. Game Boy 
Advance is, however, likely to 
be unveiled to the drooling 
crowds of industry punters at 
the show. 

Take Two Interactive will be 
concentrating on its strong PC 
line-up. Max Payne hasn’t been 
shown for a while, while Mafia 
(as we previewed last month) 
and the Blair Witch Project 
games will be there. 
Codemasters will be showing 
the PC version of PSX hit Colin 
McRae 2.0. Pokemon fans will 
be pleased to hear Mattel's PC 
conversion of the monster¬ 
collecting classic will be on 
show. 

Ahead of the British launch 
on November 24, Sony is sure 
to do a sound promotional job 
on the PlayStation2. As well as 
the launch titles, the stand 
should have updated versions 
of the in-development games 
we saw at E3. We're especially 
looking forward to having 
another play with Gran 
Turismo 2000, Wipeout Fusion 
and Zelda-style role-playing 
game Dark Cloud. Sony also 
promises us Q&A sessions with 
leading PS2 developers. And 
we'll be in the middle of the 
crush round the Konami stand 
to see Hideo Kojima's new 
Metal Gear Solid 2 footage. 
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TONY HAWK S SKATEBOARDING 


■ PUBLISHER: ACTIVISION ■ DEVELOPER: NEVERSOFT ■ RELEASE: OUT NOW ■ FORMAT: PSX 


T his little gem made quite an impression when it was released last year. An unassuming, straightforward skateboarding game, it combined intuitive and 
immediate controls, a compelling one-player experience and enjoyable two-player options to become the undisputed benchmark of boarding games. 
Even though the control method bears about as much resemblance to skateboarding as Hawk himself does to, well, a hawk, it should be considered 
essential for every PSX owner. 


PGA CHAMPIONSUP GOLF 


■ PUBLISHER: SIERRA ■ DEVELOPER: HEADGATE ■ RELEASE: OUT NOW ■ FORMAT: PC 



I f you read the PGA 2000 review in last month's GDO, you know what this is all about. An earlier version of Headgate's excellent sim, the Trueswing 
control method (moving the mouse rhythmically to simulate a golf swing) works well in creating an authentic feel and the graphics and sound are 
adequate. If you can't stretch to the updated 2000 version, this is an excellent alternative. 
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DUKE NUKEM 3D= ATOMIC EDITION 



A well-deserved re-release of the classic first-person shooter Duke Nukem 3D, and a perfect way for depressed gamers with modest PCs to get into this 
genre. The Duke visits all kinds of wholesome venues like strip clubs and sex shops as he saves the world from aliens. The pipe bombs and shrinker ray 
make for multiplayer entertainment galore, and Duke Nukem is still one of the wittiest games in existence. 
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40 VFM www.gamesdomain.co.uk 













































COMPETITION 



It's what you have always wanted: your very own Melinda Messenger to 
take home. Okay, so it's only a photograph, but it has been signed by the 
gorgeous star of Channel 5's Fort Boyard and it's all yours if you are one of the 
lucky winners of this hot competition. And for the ladies out there the picture 
also features the lean, rugged looks of Fort Boyard co-host Leslie Grantham. 

GDO, in conjunction with Microids UK, is giving away five photos of Melinda and 
Leslie, plus ten copies of the new action-adventure PC game, 'Melinda Messenger 
Presents Fort Boyard The Quest,' based on the hit TV series. 

In the game you can explore a complete reconstruction of Fort Boyard, enter its 
darkest depths and tackle over 25 trap-laced cells. Taking part in a quest to reveal the 
terrible secrets contained in the Fort you have to gather clues to lead you to the final 
confrontation. Along the way you must entice information out of Father Fourras, the 
eternal custodian of the Fort, plunge into fast action and mind-bending strategy and 
use your skill and logic to avoid specific traps held by each cell. Master all the 
weapons at your disposal and reconstruct the Talisman to gain fantastic powers 
through transformation: the flight of the bat, the nimbleness of the spider and the 
strength of the tiger. Try to survive the many conflicts as you are dragged deeper in 
your quest. 

Sound exciting enough for you? Well, answer this simple question and it could be 
yours - along with the lovely Melinda. 

Which television channel is Fort Boyard on? 

a) Channel 5 b) Channel 48 c) Channel 57,345 

The first five entries out of the hat will get a signed picture and a copy of Melinda 
Messenger Presents Fort Boyard The Quest. Five runners-up will also win a copy of the 
game. 

Write your answers on a postcard and send them to: Melinda Competition, Games 
Domain Offline, 435 Lichfield Road, Birmingham, B6 7SS. 

*The editor's decision is final and no correspondence will be entered into. 



WIN THE (VIRTUAL) 


FLIGHT OF YOUR LIFE 


Mmmmmmrrrraaaawwwwwwwh! The days of running around with 

your arms stretched out like wings may be well behind you. 
But, GDO is going to give you the chance to get the 
wind beneath your wings and leave on a jet 
plane - well, sort of. WeVe got 50 copies of 
Flight Simulator 2000 on PC from Microsoft 
- " really excellent" according to GDR - to 
giveaway to budding flyboys. And if that 
doesn’t get your thrusters burning, the top 
three winners will get Sidewinder Pro joysticks to 
play the game on. So don’t get in a flap - get scribbling. All you 
have to do is answer a question that even a baggage handler could 
manage. 


Who were the first people to fly in a powered aircraft? 

a) The Marx Brothers 

b) The Wright Brothers 

c) The Blues Brothers 


Your answers will be winging their way to us after you have written 
them on a postcard with your address and age and sent them to: I 
Want to Touch The Sky Competition, Games Domain Offline, 435 
Lichfield Road, Birmingham, B6 7SS. 
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Starting off with the bad news first: the delay of the PLayStation2 launch until 
November 24. Okay, so it's only a month longer than expected (that's presuming 
the date hasn't changed again since we went to press), but it does add to what 
has been an unexpectedly rocky ride for Sony's box of tricks. 

Amid stories of faulty memory cards, multiregion DVD playback and the potential for PS2 
components to be used as missile guiding technology by the Russians, you can be sure this was 
one marketing strategy that wasn't dreamt up in a boardroom meeting. But as they say, "Any 
publicity's good publicity!" 

Now complaints are flooding in about Sony's decision to price the machine at £299, which 
together with a few games is going to burn one huge hole in most peoples' wallets. Bear in 
mind though, you are getting a state of the art games console, DVD player and CD player all in 
one package - what more could you ask for in multimedia entertainment? 

On September 3rd, we'll be heading down to London for ECTS, to get the lowdown on what the 
year ahead has in store for the console market. Expect a full report next month, or if you just 
can't wait, then visit our website for round the clock updates, including the unveiling of the 
Game Boy Advance. 

Hope you enjoy this month's coverage and be sure to contact me if you've got any questions, 
comments or freebies. 

Cheers, Gareth. 

gareth@consoledomain.com 
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■ PUBLISHER: VIRGIN INTERACTIVE ■ DEVELOPER: POLYGON STUDIO ■ FORMAT: PSX ■ RELEASE: OCT 


INCREDIBLE CRISIS 



being held hostage by masked gunmen and 
snowboarding safety keep her occupied. 
Tisuyoshi, the Little brother, is miniaturised 
in a freak, teddy-bear-related incident and 
spends the day running from 40ft insects. 
Finally Ririka, his sister, plays truant to go to 
the sales and ends up having to reunite a 
UFO with its mother. 

As you can see. Incredible Crisis is a bit 
unhinged to say the least. Basically it's a 
series of mini-games built into larger 
segments. The games are simple to handle 
but a lot harder to complete. Each game is 
so different from the last that there is no 
chance for you to perfect skills that will see 
you through the rest of the levels. They all 
involve memory, fast-paced button pushing 
and puzzle solving and are so diverse you 


could not possibly guess what it will throw 
at you next. For example, you are in the 
back of an ambulance, after falling from 
your office window, and in order for the 
Paramedics to ensure you stay conscious you 
must answer a series of questions. If you 
answer incorrectly they blast you with the 
heart massager, thinking that you are dying. 
If you survive you are hurtled out of the 
back of the ambulance and after dodging 
copious amounts of traffic you finally arrive 
at a fairground. Now, totally unexpectedly, 
you are romanced by the Lady in Red, a 
character that appears throughout the game, 
and end up on the Ferris Wheel for a bit of 
what you fancy! To beat this game you have 
to find the bits she wants massaging, to a 
chorus of "You dirty old man" - very bizarre 


O n your average day you would expect 
at Least something vaguely annoying 
to happen: your dog's sick on the 
carpet; you shrink your jeans in the wash; 
a passing bus soaks you in muddy water; 
your card gets chewed up at the cashpoint 
- all major downers. 

But, all these pale into insignificance when 
you realise how rotten things can actually 
get. Incredible Crisis is the epitome of 
'having a bad day' and the only hope for 
Taneo and his family is your dexterity and 
co-ordination. Yeah right, like that's going to 
help. 

The story begins with Taneo and his family 
sitting round at breakfast. They've forgotten 
Grandma's birthday but this is by no means 
the most traumatic thing they’ll have to deal 
with today. Taneo goes off for a hard day at 
the office and chaos ensues. After a brief 
pre-work exercise session - as is the norm in 
Japan - he is thrown into a day of running 
away from giant balls, falling elevators, UFOs 
and sinking ships. His wife's day is no better: 


Name: Taneo. 

Age: Looks about 
45 - 50 to us. 

Imagine: 

A Japanese Frank 
Spencer but without 
the beret. 

Best known for: 

Bad hair days and 
how to deal with them. Also well versed in 
scary Japanese arcade action. 

Role in IC: This guy’s the ‘hero’ of the game 
(if that’s the right expression). He has the 
worst day you could possibly imagine: it’s 
like the sort of nightmare you might have 
following 17 pints and a dodgy kebab. 


Name: Etsuko. 

Age: 

Wrong side of 40. 
Imagine: 

That woman who 
used to be in the 
0X0 commercials 
but with an even 
less attractive 
family. (Hard to picture, we know.) 

Best known for: Pained expressions, long- 
suffering grimaces, unimaginative hair-dos. 
Role in IC: Snowboarding and being a 
victim of kidnapping are among the 
incredible crises Etsuko has to endure in 
the name of console entertainment. 


Name: Taneo’s 
mum. 

Age: Stone. 
Imagine: 

The Queen Mum, 
gawd bless ‘er. 
Best known for: 

Incontinence, 
forgetting stuff, 
selective hearing, droning on endlessly 
about ‘the good old days’. 

Role in IC: Taneo forget’s that it’s his 
mum’s 80th birthday at the beginning of 
Incredible Crisis thus kicking off his 
stinker of a day and the endless fun that 
flows from that mirth-making premise. 
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and it got the guys in the office all sweaty 
to boot! 

Incredible Crisis can pull that kind of stuff 
off - in fact it could pretty much pull 
anything off. It has a charm and surreal 
edge to it that pulls you in from the start. 
The humour in the game and the movies 
depicting the family's plight are brilliant and 
generously scattered throughout the levels. 
The imagination that has gone into making 
the games so different from each other is a 
feat in itself. The simplicity of the tasks 
means that the game as a whole is very 
story-led, but with constant twists and turns 
it really keeps you wanting to play on. 

But there are problems with the game that 


ought to be ironed out before its release. 
Handling your character is difficult 
sometimes; for instance, if you want to 
swing around to shoot at someone, you have 
to do it in a series of small moves as 
opposed to one smooth action. This can be 
the difference between winning and losing 
the game. 

Sound is also a bone of contention. To 
begin with, it is great and funny. If, 
however, you play the game, for more than 
20 minutes the noise feels like it's peeled 
back your skull and is vigorously scratching 
your brain - no, seriously, it is that bad. 

There is also a side of the game that is 
dedicated to movies- for example. 


Independence Bay and a reference to the 
flying scene in ET. To be honest, it just 
doesn't need those things to make it a great 
game. The tributes aren't that funny 
compared to the original comedic aspects in 
the game and quite frankly it's all a bit sad. 

These flaws aside. Incredible Crisis is a 
brilliantly funny, inspired, weird and crazy 
game and is reminiscent of really old classic 
titles such as 'Root Beer Tapper' but 
obviously with much better graphics. It's a 
good little title to have around if you want 
to play something that isn't heavy going and 
will definitely have enough finger-pumping 
action to keep even the most agitated gamer 
happy. 



Name: Tsuyoshi. 
Age: 9? 

(Look, we don’t 
know basically.) 

Imagine: 

John Prescott as a 
kid. No don’t 
actually, that’s a 
hideous thought. 
Best known for: Eating pies, lard butties 
and donuts by the skip-load if his fat little 
Chevy Chase is anything to go by. Also 
wearing effeminate blouse-type shirts which 
could lead to gender confusion in later life. 
Role in IC: Gets shrunk and ends up 
running from insects attempting to eat him. 


Name: Ririka. 

Age: 17 (probably). 
Imagine: 

Britney Spears 
without the slap. 
Best known for: 
Questionable 
fashion sense - but 
perhaps checked 
skirts and knee-high socks are all the rage 
in Japan. Also known for looking uncannily 
like her mother - ludicrously large eyes, 
permanent frown and pursed lips. 

Role in IC: Bunks off school to go to the 
sales and end up reuniting a UFO with its 
mothership. (Well, we did say it was weird). 


Name: It’s a dog 

Age: 3 

(or 342 in dogs 
years). 

Imagine: 

Snoopy with a 
drug habit. 

Best known for: 
Presumably the 
same activities 
most dogs enjoy when they are not having 
incredible crises: sniffing other dogs 
behinds, smelling like rotting vegetation, 
shedding hair, eating dead horses out of 
tins that claim to be ‘full of meaty 
goodness’ etc... 

Role in IC: Doesn’t seem to do much apart 
from jump around on the menu screen. 
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■ PUBLISHER & DEVELOPER: KONAMI ■ FORMAT: DREAMCAST ■ RELEASE: NOVEMBER 


SILENT SCOPE 




P eering down the lens of your sniper 
rifle, a terrorist comes into view 
- you're locked onto his head. 

Holding steady, with a sw 
squeeze of the trigger he 
slumps to the floor, 
unnoticed by nearby 
colleagues. A frantic 
search ensues as you 
desperately attempt to 
lock onto your next 
victim before he can 
realise his imminent 
fate. Take too long and 
you'll be spotted; rush tl 
shot and you may miss, 
allowing him to kill one 
your team or, even worst 
shoot you. Those with a nervous 
disposition, take cover - this is a 
matter of life or death! 

As a direct conversion of the massively 
successful arcade game. Silent Scope pits you in 
the SWAT gear of a professional sniper whose job 
it is to protect the President and his family from 
a gang of terrorists. Starting out, the police are 
up to their necks in a downtown shoot-out. 
Terrorists are right in the heat of the bullet 
bonanza on the ground, while also occupying 
rooftop vantage points. Racing against the 
clock, pinpoint precision and super-swift sniping 
are the two most important assets that'll save 
you from receiving a cap in your ass. Like the 
true professional you're supposed to be, these 
sharp-shooters aren't immediately aware of your 
presence and only true pros will be able to keep 
it that way. Thankfully, indoor and outdoor 
target ranges are provided to settle your nerves. 

No sooner have you rescued the President's 
daughter than the First Lady falls into terrorist's 
hands, sending you on a wild chase around the 
city's expanses. 

From rooftop rivalries to stadium shoot-outs, 
chaotic car chases to pitch-black face-offs in the 
woods, there's an unbelievable amount of detail 
invested in each level. Taking temporary 
residence in the towering rafters of an American 
football stadium, you have to take out the 
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HOW DOES SHIN! SCOPE ON PS2 COMPARE? 




criminal boss who's making a desperate dash 
across the field, while carrying the President's 
daughter over his shoulder. Not so simple 
considering he zig-zags like a drunkard, while 
vigilante players from both teams are obscuring 
your view. After each level this type of tricky 
boss encounter is guaranteed and 
whether in a jump-jet, juggernaut 
or just jumping around it's 
always a challenging to snipe 
his weak spot. If successful, 
you can even choose your 
desired route through the 
game. 

Even though 
impracticalities have 
ruled out a sniper rifle 
peripheral, as in the 
arcade, the Dreamcast 
controller works 
impressively well. The left 
trigger controls your zooming 
function, the right one fires 
bullets and the analogue stick 
ensures smooth sight movement. 
Precision is the key to scoring more 
points through one-shot-kills headshots, giving 
you more time to tackle the head honcho of that 
level. 

Surprisingly, it's not all gratuitous violence - 
there's plenty of cheeky sightseeing to bag you 
bonus lives. If you happen to zoom in on a 
buxom bathing beauty, your site turns heart 
shaped and romantic jazz music plays out - a 
welcome comedy contrast to the tense firefights! 

The age-old issue of longevity will be crucial 
to Silent Scope hitting the mark. To avoid the 
possibility of it firing blanks down the line, 
Konami is even now working on some console- 
exclusive extra modes for the final version. We're 
keeping this one under close surveillance. 
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■ PUBLISHER & DEVELOPER: MIDWAY ■ FORMAT: DREAMCAST ■ RELEASE: SEPTEMBER 22 



I f you’re looking for a racing game these 
days there's an array to get stuck into. 
And it's rare they are just about getting 
into a car and driving - It's much more 
complex than that. San Francisco Rush 2049 
will soon burn onto the Dreamcast and guess 
what? Not unlike Chitty Chitty Bang Bang, 
these cars can even fly - well, sort of. 

The title sees drivers racing around futuristic 
tracks, looking for shortcuts, attacking 
opponents and generally doing anything 
necessary to win. It's an all-out battle for 
supremacy and dirty tactics are the only things 
that are going to help you come out on top. The 
cars have weapons and wings to help you 
combat the other drivers and reach places you 
probably couldn't get to in a Volvo. Aside from 
all this, there are stunt courses and obstacle 
tracks where you run the gauntlet through a 
series of dangerous traps. 


Rush 2049 certainly has a lot of options to 
choose from, ranging from what type of gear 
shift you want to use right through to choosing 
the weight of your vehicle's frame. Tracks are 
large and extensive, full of shortcuts and 
explorable landscapes. The obstacle courses are 
full of great loop-the-loops and other advanced 
driving challenges and, generally, the cars 
handle well. 

Stunt mode is a weird idea that basically sees 
you in a car rather than on a skateboard, 
flipping about like a madman! The obstacle 
mode is a brilliant game of daring and chance, 
as you negotiate nail-biting jumps, ramps and 
swinging axes. 

Unfortunately, there are some problems with 
San Francisco Rush 2049 that need to be taken 
care of before its release. One of the major 
selling points for the game on paper is that you 
have the option of fitting different types of 


wings on your car. Although this sounds great in 
theory, the handling of the car when using the 
'flying' facility is so bad at the moment that it is 
very difficult to comment on whether it will be 
great in the finished game. If you are jumping 
from a high platform the wings do nothing more 
than cushion your fall a little; if you try and 
move the car in the air you end up spiralling 
towards the earth -not much use at all! Graphics 
are still being worked on, but should look great 
when they are completed. 

Hopefully these problems will be ironed out 
before the game is released and more 
development will solve the mid-air handling that 
is such a major aspects of the game. As it 
stands San Francisco Rush 2049 is an arcade 
title that needs a lot of work before its release 
on the Dreamcast. And as to whether it's going 
to be one to steer clear of, well, we'll have to 
wait and see. 
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PUBLISHER: ACTIVISION 

DEVELOPER: PARADOX 

FORMAT: PSX ■ RELEASED: OUT NOW 


X -Men: Mutant Academy is considerably 
better than most movie-based games. 
Part of the reason is due the game's 
long development time (since 1997). During 
that time, the game has gone through 
numerous changes, even being completely 
rebuilt at one point. It still has a number of 
problems however. 

The game features three main modes of play: 
arcade, versus and survivor (the longer you 
survive the more points you accrue). For 
newbies, the game also features an academy 
mode where you can learn a character's completi 
repertoire from basic punches and kicks to 
blowing Matrix-like special attacks. Obviously, 
the game isn't going to score any points for 
originality and once you make it through the 
arcade and versus modes, there isn't much else 
to do. 

All of your X-Men favorites are here, including 
Wolverine, Cyclops and Storm among others. 
Newer characters from the movie, such as Toad 
and Mystique, are also thrown into the mix. Of 
the ten characters, the six X-Men are 
immediately available for play, while the four 
villains are unlocked as you finish the game. 

Each of the characters has their own arena on 
their own turf. 

Visually, the game is very solid. The character 
models are very well designed, bearing a very 
close resemblance to their movie counterparts. 
The animation is smooth and well rendered. The 
arenas are the game's only major visual problem; 
they could have been more detailed and a bit 
more interactive. 

The audio is a different story. The background 
music sounds like it was thrown in at the last 
minute; the same is true of the sound effects. 
They consist of nothing more than monotonous 
impact and "swooshing" sounds along with an 
occasional grunt or moan. The character taunts 
are so incredibly ridiculous that they're 
entertaining simply for their stupidity. Never 
before has a metal claw-wielding mutant 
sounded so unbelievably wimpy. 

The controller setup is the normal fighter fare 
but it's amazing what kind of special moves you 
can perform the first time you pick up the 
controller by simply mashing buttons. 

While there are better fighters on the market, 
X-Men: Mutant Academy is easily one of the best 
released in recent months. Sure, the game has 
its fair share of problems and isn't even close to 
dethroning Tekken 3 as the must-have 
PlayStation fighter. But for what it is, X-Men: 
Mutant Academy is a good game and, although 
not perfect, is well worth a look fr 
seeking an enjoyable fighting game, 


CHECK OUT OUR WEBSITE: 

http://www.consoledomain.com/playstatio 

n/reviews/XMen_Mutant_Academy.html 


Like WWF, 
this X-Men 
title involves 
a variety of 
comedy 
mutants all 
beating 
each other 
senseless 


Vasn’t rushed^ 
solid visuals 
Authentic 


|s©!M@ 

- Terrible sound 

- Low longevity 

Button mashing 
gets the job 
done 
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SPACE CHANNEL 5 



W hen faced with an alien invasion, any 
game worth its salt would equip the 
player with something useful, 
whether it's your basic Tommy Gun or a 
full-on air strike by the US Airforce. Some 
developers, however, must assume we are 
bored with the same old blood and guts - 
enter Space Channel 5 and our intrepid 
reporter Ulala! She's not going to deal with 
the aliens; she's going to dance with them! 

Ulala is on a mission to keep the TV viewing 
public entertained as she gets rid of the disco- 
crazy alien intruders. Body-popping her way 
around the different bases and infected areas 
she stuns them with a wiggle of her hips then 
blasts them with her gun. As the ratings soar 
she is joined by a backing troop of dancers and 
musicians to jazz-up her performance. Apart 
from that she's also going to have to dance-off 
against reporters from other channels. Your job 
is to make sure her moves match the aliens and 
reporters. Out-dance them and you're the 
viewers' choice; fail, and you'll be washing pots 
before your four-inch heels hit the floor. 

The game looks great. The surroundings and 
costumes the dancers wear are reminiscent of 
the Jean Paul Gaultier designs used in the movie 
'The Fifth Element'. Everything is round and 
shiny; pink and yellows are used for a real Biba, 
60s feel. As you move Ulala and her troop 
around the levels the camera sweeps around 
them and no two scenes look the same. The 
liquidity of the dancers is great, although the 
moves they pull off look like they have been 
taken straight from one of Hot Gossip's old 
routines. The way the game is presented as a 
whole is a great concept. From the offset 
options and loading screens it looks like a 


television presentation, with test cards and 
fuzzy interference. 

The game is easy to play: you only use the 
direction pad and two coloured keys - so no 
problems there then. Copy the instructions from 
the aliens and bust caps in their asses when 
they 'shoop!' It's basically a memory and 
dexterity game - remember an action sequence 
and repeat it in an allocated time. That is all 
you need to know - nothing gets more 
complicated than that. 

This simplicity is one of the game's failings. 

Its premise is too basic. It's not just that what 
you have to do is not challenging enough: after 
three levels of the same old "Up and down, up, 
up, up!" you begin to wish you'd bought the 
latest Jane Fonda video instead and you get 
seriously hacked off with button pushing. The 
game could do with other aspects to have a go 
at, something to break the tedium as Ulala 
grooves her way around. (Doesn't that girl know 
how to walk like a normal person?) Level after 
level of left and righting is followed by level 
after level of up and downing - doesn't keep you 
guessing, does it? Although the skill of the 
game is to get the timing of your button 
pushing just right, sometimes you are left 
wondering why your last move wasn't exactly 
how they did it! 

The soundtrack is a dull, synthesised, 
accompaniment to the action - it isn't as good 
as it should be for a music-based game and is 
not worth listening to in any great depth. 

Space Channel 5 is a little girl's game really, 
but teenage boys will obviously be interested in 
the fact that Ulala is a leggy bird in a short 
skirt. Even so it's not going to appeal to anyone 
expecting a challenge from the games they buy. 
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Space Channel 5’s hideous colour schemes could have been 
chosen by the ‘expert’ team behind BBC’s Changing Rooms 


Wiggle, mince, wind and grind...wiggle, mince 
wind and grind... 


You’ve got to 
wonder what the 
developers of SC5 
put on their 
cornflakes 


Although it looks great and is presented in a 
different way to the many other dance- 
orientated titles out at the moment. Space 
Channel 5 doesn't have enough substance to 
keep you gripped for very long, if at all. Besides, 
dancing cannot be done sitting on your 
backside, moving your fingers a fraction of a 
centimetre, unless perhaps you are developing 
some kind of new dance for the extremely lazy. 

Expressing yourself by pushing buttons is OK if 
you're a novelist, but come on, get down your 
local disco if you want to strut your stuff. Do 

not, by any 
1 means, buy 
1 Space Channel 
I 5 thinking 
B you're going 
I to get a 
Mi serious 
I workout - 
I physical or 

B flBu M UmI mental. 


+ Looks great 


Too samey throughout 


+ Movement of dancers is excellent 


Irritating soundtrack 


CHECK OUT OUR WEBSITE: 

www.consoledomain.co.uk/dreamcast/reviews/Space_Channel_5.html 


■ PUBLISHER & DEVELOPER: SEGA 

■ FORMAT: DREAMCAST ■ RELEASED: OCTOBER 6 
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GRAND TKffT AUTO 2 






I f you're a law-abiding citizen by day and 
feel the need to unleash your dodgy side 
by night, the games where crime pays are 
easily the best. Grand Theft Auto was one of 
the first mission-based driving games to hit 
the PC and, after its success on the 
PlayStation and a hugely popular sequel, the 
Dreamcast is the next console to receive a 
hardcore helping of car-stealing fun. If you 
like a bit of illegal action then get ready to 
hit those mean streets and gun down some 
innocent bystanders. 

Grand Theft Auto 2 is presented from the same 
birds-eye view as its predecessor. This time you 
are self-employed and the city is yours for the 
taking if you play your cards right. Get yourself 
a car (by nicking it), get yourself a weapon (by 
either finding one lying about or taking it from 
an unsuspecting criminal) and get to a call box 
for your missions. 

“a must-have for anyone who 
played and loved the first in the 
series...darkly funny, action- 
packed, wheel-screeching fun!” 

In GTA 2 there isn’t just the one Mr Big; there 
are now seven, and improved artificial 
intelligence means you can play gangs off 
against each other in turf wars. The three main 
criminal organisations have their own colours 
and sections of the city. The non-linear 
gameplay will see you taking on missions 
which range from ferrying a rival gang 
^ member to the breaker's yard to get 
crushed inside his vehicle to 
helping with bank jobs. As 
in GTA the police will 
take a close 
interest 


your 

activities. But 
in GTA2 you have 
the added risk that 
if you cross a gang, its 
members will be after your 
blood as well. 

The most important aspect of the 
game is your ability to pick and steal the best 
cars for the job. There's no point nicking a 
hotdog van if you need to speed away from the 
police. Gang member cars are marked on the top 
it's best to avoid these unless you really have 
to, because once you've stolen one the whole 
gang will come down of you for "havin-a-no 
respec'"! Police cars are nickable and very fast 
but you have to wait until the driver gets out of 
the car first and quickly jump in without 
getting pinched. Cars aside, you'll need some 
weapons for those moments on foot. Pistols, 


machine-guns and flame-throwers are among the 
terrifying arsenal which can be picked up, and 
are essential for some missions. 

The action in the game is terrific. If you 
played the first GTA you will notice a dramatic 
change both in difficulty and in the amount of 
pedestrians. The police are all over you like a 
rash - even if you just bump into another car. 
The people scurrying around are there for one 
reason only - to be tormented, murdered and 
pickled. You are trying to achieve the status of 
being the baddest-ass around so a bit of 
frivolous homicide will cement your place up 
there with the nutters. Be warned though - 
if you are faint-hearted this game is 
definitely not for you. The 18 certificate 
indicates that there are sexual swear words from 
the moment you begin to play and you have to 
be fairly ruthless. If someone is in your way 
then they have to be moved by any means 
necessary. There's no room for swerving to avoid 
cats on the road in this game. 

It's an idea to have a drive around and 
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■ PUBLISHER: TAKE TWO ■ DEVELOPER: DMA 

■ FORMAT: DC ■ RELEASED: OUT NOW 


PROS 


+ Great range of missions and 

- Difficult controller set-up 

objectives 

- Sometimes tricky to control your man 

+ Brilliant cars for you to steal 

on foot 

+ Action packed 


+ Amazing soundtrack and effects 



familiarise yourself with the area so that when 
you are in a getaway situation you know all 
those little shortcuts to use. It also gives you 
an opportunity to grab a few of the vast 
quantity of power-ups and bonuses lying about. 
You can pick and choose what missions you 
want; the city is pretty much yours for the 
taking - to begin with, anyway. 

Grand Theft Auto 2 exists on a 'what you see is 
what you get' basis. It wasn't built for aesthetics 
although it does do a pretty good job at looking 
interesting enough to keep you wanting to look 
at the screen. The sounds are definitely carefully 
placed, and really add to the flavour of the 
seedy city as you make your way around it. Even 
though the game is two-dimensional, it is 
gripping with a brilliant range of missions and 
objectives. 

The game's only real problem is the controls. 
The configuration is huge and tricky - taking up 
most of the Dreamcast's capabilities. Actually 
moving your dude around becomes a pain when 
you get stuck in a tight spot. You can actually 
trap yourself in your car if you're not careful and 
the only way out of it is to restart the game. 
Also, some of the vehicles appear to be slower 
than in the original. 

These gripes aside, Grand Theft Auto 2 is a 
must-have for anyone who played and loved the 
first in the series or for any Dreamcast owner 
that fancies a bit of darkly funny, action-packed, 
wheel-screeching fun! Stealing cars may be 
naughty but who can resist when it's in a 
package like this? 


CHECK OUT OUR WEBSITE: 

http ://www.consoledomai n .co. u k/d reamcast/ reviews/G rand_Theft_Auto_2. htm I 
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FA PREMIER LEAGUE STARS 2001 



et's face it - England's performance in 
Euro 2000 was nothing short of comical. 
For football fans nationwide, the new 
season just can't come soon enough - if only 
to see some of the foreign signings 
displaying the kind of talent we English are 
currently so envious of. It'll come as no shock 
to fans of the genre that EA has once again 
got a new title to offer as a companion to the 
trials and tribulations the season will no 
doubt bring. 

FA Premier League Stars 2001 takes over where 
the original FA Premier League Stars left off, 
with one of the main selling points being its 
intuitive 'star' system. Essentially, you have to 
amass stars throughout your duration as a 
player/manager by completing certain tasks 
specified by the computer. For example, you may 
have to attempt five shots on goal within a 
game and this alone will guarantee you 50 stars. 
Flowever, it's also possible to earn more by 
winning the game, scoring a hatful of goals, 
avoiding bookings and by having one of your 


players win the man of the match award. In 
short, it's merit based, meaning you don't 
necessarily have to be a super club to sign up 
superstar players. Linked into this system is the 
'STARS Stakes' system, which will enable you to 
wager players on the outcome of the game 
against a friend. This is great, until you lose 
David Beckham to your Man City-supporting 
mate! 

As you achieve more stars, it's possible to 
upgrade your squad members' attributes or 
dabble in the transfer market. You can't poach 
players from other clubs; you can only bid for 
players on the transfer list, which vastly 
simplifies matters. Football fanatics will be 
pleased to know all of the recent summer 
signings have been included; it's also an 
opportunity to catch a glimpse of all the latest 
team kit sponsorship deals. 

Once you've selected your starting 11, fine- 
tuned your tactics and assigned individual roles 
it's time to head out onto the field of play. It's 
immediately apparent how similar the game 


plays to the rest of the FIFA series. Get the ball, 
run hell-for-leather to the other end of the field 
and tap the shoot button for guaranteed success 
nearly every time. 

New skills have been added, such as the 
different ways of rolling the ball under your foot 
to gain an extra yard of space from pesky 
defenders. Much more detail has been 
incorporated into the stadiums, which accurately 
model those in real life. Another new detail is 
the variable weather effects. Don't be surprised 
if you kick off in sunshine and finish the game 
on a sodden pitch! 

Players now have a stamina bar, which is 
depleted the more you sprint around the pitch, 
which lessens the often-ridiculous lightening 
tempo of encounters. Freekicks have also been 
fine-tuned to allow wannabe Beckhams the 
chance to strike a certain part of the ball for 
banana-curve shots. The action is accompanied 
by impressively accurate commentary by Andy 
Gray, Martin Tyler and Clive Tyldesley. 

However, there are the usual drawbacks 
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■ PUBLISHER & DEVELOPER: ELECTRONIC ARTS 

■ FORMAT: PSX ■ RELEASED: SEPTEMBER 


associated with EA's FIFA series. Firstly, is the 
inability of your players to control the ball 
quickly, which all too often allows computer- 
controlled defenders to steal the ball. Of course, 
when the roles are reversed, the computer has 
no problems and trying to win the ball back is 
often a blood-boiling experience. You can't get 
close enough to stab a foot in and the sliding 
tackle is instantly seized upon by the referee as 
a bookable offence. This isn't helped by the 
computer's automatic player selection, which 
means a simple pass by the attacking team will 
often have you furiously searching for the 
supposed closest defender. 

A pitch map would have sorted this problem 
out and reduced the number of "searching" 
passes you are forced into when attacking. At 
one point, we were left wondering if Kevin 
Keegan had been the mastermind for the game's 
defensive tactics. 

Typical of FIFA games, the ease with which 
you can score plagues this addition to the 
series. It's certainly not helped by several bugs, 
which really ought to be ironed out before the 
final code is released. On corners, if you decide 
to pass the ball, it will go Like an arrow to your 
nearest striker in the box - even if there are 
opposing players in the way! This allows you to 
hit the shoot button and guarantee a simple 
goal. It was also possible to score time and 
again from the halfway Line David Beckham 
style. Our cries of, "Dodgy keeper!" were 
definitely justified. 

Further disappointment came in the games 
visual appearance. At times it descends into 
what can only be describe as a freak show. 
Players are an awkward mess of angular 
polygons - camera close-ups on bookings appear 
more like an ugly bloke competition. Most 
worrying of all, though, was that Fabian 
Barthez possessed a full head of hair! 

If you're used to ridiculously high-scoring 
encounters, then this will provide an ideal 
companion to the season ahead, with the star 
system and management aspect padding out the 
shallow gameplay. We at GDO, however, prefer 
to work that bit harder to conjure up a fine 
selection of champagne football as connoisseurs 
of the beautiful game, which is why we're 
currently addicted to Konami's ISS Pro 
Evolution. 


PROS 

+ Stars system perks up standard 

FIFA gameplay 

+ Improved freekicks 

+ Up-to-date stats 

- Essentially just another FIFA game 

- Ugly character models 

- Questionable Al on goalkeepers 

- Difficult to defend 

CHECK OUT OUR WEBSITE: 

www.consoledomain.co.uk/playstation/reviews/FA_Premier_League_Stars_2001. 

html 
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Seeing as the Olympics are just around the corner, we thought we'd bring you a round-up of the 
inevitable accompanying button-bashing athletics games. Which one will come out on top? 



SYDKY 2000 


W hile Sydney has been working itself to 
the bone in preparation for the 
upcoming Olympic games, Brit 
developer Attention To Detail has been 
working overtime to ensure its challenger 
peaks at just the right time. With 12 events 
of button-battering armchair action, will this 
be the ideal solution to ensuring Great 
Britain finally triumphs on the big stage? 

Alongside the inevitable arcade mode of 
ticking off each event as you accumulate a 
grand points total is an all-new Olympic mode. 
This allows players to act as both coach and 
competitor to take control of a team of athletes 
from one of 32 nations vying for a place in the 
finals. For each of the 12 events, there's a whole 
training regime to endure before you can finally 
get your shot at the main event - a place in the 
Olympic final. 

Cleverly constructed, thanks to intensive 
research with some of the top British coaches, 
each event has several mini-games down at the 
cyber-gym for players to improve the key 
strengths required. For instance, the 100 metre 
sprint has treadmill training to improve running 
rhythm and skeet-shooting training includes a 
duck-shooting gallery game. There's even the 
chance to battle against a friend's team of 
hopefuls via memory cards. 

Of all the 12 events, some are more enjoyable 
than others, but all combine joypad dexterity 
with button-pummelling. Kayaking, for instance, 
could be made into a full game by itself. Each 
action button corresponds to one of your arms, 
and you must rely on rhythm, skill and agility to 
pass through each gate in the correct direction, 
while minimising your time. 

Thanks to six hours of video footage and over 
1,000 photo stills taken at Sydney's competition 
arenas, the game boasts tremendous authentic 
qualities. True to its name, ATD has incorporated 
a multitude of incredible touches, from wobbling 
hurdles to bubbles blown through the nostrils of 
swimmers. Steve Ryder, Paul Dickinson and 
Stuart Storey head up the commentary team to 
complete the whole experience with over 8,000 
varied comments. 

Motion capturing of upcoming stars has 
ensured every athlete moves as they would in 
real life. The only real disappointment is that at 
times, characters can look slightly boxy, and the 
graphics do show up the ageing Sony hardware 
quite a lot. HopefuLLy the Dreamcast version will 
be better. 

Although we remain massive fans of Konami's 
International Track and Field series, it's hard to 
overlook the challenge of Sydney 2000. Even if 
it doesn't look quite as nice, there's just so 
much more depth integrated into what is 
traditionally a shallow style of game. If you're 
looking for true value for money, look no 
further. 



http://www.consoledomain.com/plays 

tation/reviews/Sydney_2000.html 
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VRTUA ATHLETE 2K 


A s we've come to expect from Sega's 
"Virtua" series, this is an idiot-proof, 
arcade pick-up-and-play game, with no 
need to even consult the instruction manual 
thanks to on-screen instructions. You've got 
the choice of going for gold via a full-blown 
competition or opting for some pre¬ 
competition practice, ideal for fine-tuning 
your technique. You can also create your very 
own athlete, which we found great for 
humiliating certain members of the office. 

On the track, you take your athlete through 
the 100 metre sprint, 110 metre hurdles and the 
1500 metres; on the field, there's the long jump, 
high jump, shot-put and javelin. Every event - 
bar the shot-put - requires you to hammer 
buttons senselessly to build up your power 
gauge, just like a session in the electric chair. 

Although the graphics are eye-catching and 
detailed, the dreadful-looking, cardboard cut-out 
characters seen in Sega Rally make an 
unwelcome appearance as track-side officials. 
Athletes move with relative realism when in full 
flow, but as they are building up speed in 
certain events, they appear to move with all the 
poise of Frankenstein's monster. 

Having only one character to represent each 
nation, you'd expect a super-fit, muscle-bound 
yet streamlined brute. Unfortunately, you're 
stuck with one of two extremes: a Jimmy "Five- 
Bellies" Gardner look-a-Like, who appears to 
have spent all his pre-season training down the 
local kebab house; and a wafer-thin anorexic, 
who appears incapable of throwing a paper 
plane, let alone a ponderous shot-put! 

In a game like this, button layout is the key 
to maximising your performance. Why then, has 
Sega attributed the two run buttons to the "X" 
and "A" keys, such that you have hold the 
controller upside down to build up decent 
momentum? Just wait until the high jump, if 
you really want some finger gymnastics, as this 
requires use of the D-pad too! 

There's no denying that Virtua Athlete 2K is 
great fun with four humans at the controls, but 
having only seven events seriously limits the 
longevity of the game, especially bearing in 
mind that the 1500 metres is nothing short of 
comical. In this hilarious event you can actually 
place yourself in front of the chasing pack and 
be 'bounced' along, by allowing other runners to 
crash into the back of you. Add this to the way 
you appear to float over the track surface and 
you soon begin to wonder what the developers 
were on when designing the event. 

In single player mode, you'll find the credits 
rolling after a mere 20 minutes of action, which 
does little to convince you that your money has 
been well spent. Insult is then added to injury, 
when the only bonuses you can unlock are to 
assign hobbies to different characters. Definitely 
a case of try and then don't buy. 




■ PUBLISHER & DEVELOPER: SEGA 

■ FORMAT: DREAMCAST 

■ RELEASED: SEPTEMBER 


PROS 

+ Simple 
gameplay and 
on-screen 

instructions 

+ Quality visuals 

- Too short 

- Button 
configuration 

- ‘Five-bellies’ 
athletes 

CHECK OUT OUR WEBSITE: 

http://www.consoledomain.co.uk/dreamca 
st/reviews/Vi rtua_Athlete_2K.html 
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p ake Crazy 
Taxi's jaw- 
dropping 
visuals, mix in 
Tony Hawk's 
tricks and lay 
down plenty of 
slapstick humour 
and you're getting 
close to where Jet Set 
Radio is coming from. 
Games like this make 
you stand back in 
admiration. No, 
not because it has 
one of the most 
obscure game titles 
since Jet Set Willy, 
but because it begs to 
be different and skates on 
the side of controversy. 

Not to be encouraged 
down your local high street, 
your aim is to speed around various downtown 
locations on in-line skates, spraying your graffiti 
"tag" where it's generally not wanted to ensure 
maximum respect for your gang. An arrow and a 
thought bubble indicate each sprayable target. 
Whether it's a wall surface or the side of a 
vehicle, each level has up to 20 that need to be 
autographed. Some graffiti will require you to 
move the directional stick in certain rotations as 
you mimic those of the crime itself. Of course, 
you can't express yourself if you haven't got any 
paint, so you'll have to continually replenish 
your supply of spray cans by hunting around the 
level. 

Trouble is guaranteed when you bump into 
rival gang members, a crazy gun-wielding bloke 
and the local constabulary. If members of rival 
gangs are trying to cover your tags with their 
own, the best form of punishment is to plough 
them down and then steal their paint. A crazy 
bloke appears once you've covered a set number 
of targets and frantically chases you on foot, 
with the sole intention of busting a cap or two 
in your ass. His attentions are best avoided by 
skating hell-for-leather to a designated safe spot 
in the level; alternatively send his blood 
pressure into orbit by spraying the back of his 


SUCH A PERFECT SPRAY 


suit jacket. The police will 
try to mow you down and their 
helicopter will fire missiles at you, but it's 
much more fun when you've got a mob of them 
chasing you down the street wielding huge 
coshes and trying to deplete your energy. 

Before you're let loose on each new area, a 
new character will appear and challenge you to 
complete a series of tasks before you can play 
that Level. Ranging from a series of interlinked 
rail-slides, wall-rides or perhaps a spot of bus 
roof-jumping, this is a great way to learn new 
tricks. By completing those tasks, you then 
recruit that particular dude to your gang, and 
each has individual traits. There's also the all- 
important score chart to table your best efforts, 
and there's even an option which allows you to 
design your personal tag and save it to the 
VMU. Whether you want to scribe a messgage 
like, "Shaz woz 'ere," or not, it certainly adds an 
extra bit of individuality to the proceedings. 

Gameplay is largely enjoyable and addictive in 
short spells. Tricks are simple to pull off and the 
relatively complex environments are simple to 
negotiate. What impressed us the most though, 
was the interactive element of each stage, where 
you can crash through chairs and tables, 
while people scurry to get out the way. 


Almost every ledge, rail and object can be the 
inspiration for your next trick, especially when 
you have to reach a particularly intimidating 
high-up spray location. You can even grab onto 
the back of cars to hitch a free ride or gain a 
nifty getaway from pursuing crazy cops - time 
it wrong though and you'll end up embedded 
into the asphalt! 

Integrated into the gameplay are 
some of the best looking visuals this 
side of Crazy Taxi. A mind- 
blowing polygon 

count 
mixed 
with razor 
sharp 
textures 
and a 
lavish 
palette of 
colours 
contribute to 
making the game a 
real head-turner. 
What's more, the level of 
pop-up scenery is kept to a 
minimum: only smaller items 
like benches appear out of 
nowhere. There's also a cool crop of DJ cut-ups 
to soothe your ears during the action. 

It's hard to criticise a game that 
begs to differ so much from the 
market mainstream. However, Jet Set 
Radio is not without its faults. Firstly, 
the camera can often align itself 
awkwardly around your character when 
you're trying to line up a precise jump. 

What's worse is that the button to 
change the view is the same button 
that does your spraying, which can 
cause annoyance. Some may moan 
the game is too short and the 
three city environments don't 
provide enough variety, but 
with its fantastic visuals it's 
hard not to want to replay 
the levels over and over, 
just like with Crazy Taxi. 

All in all, Jet Set Radio is 
well worth a look - it's like 
calling the shots in your 
favourite cartoon! 


58 Review www.consoledomain.co.uk 

























Remember kills: Tagging constitutes criminal 
damage and is an offence in this country 





■ PUBLISHER: SEGA ■ DEVELOPER: AM6 

■ FORMAT: DREAMCAST ■ RELEASED: NOVEMBER 24 


PROS 

©©[M^ 

+ Awesome visual qualities 

- Occasional annoying camera 

+ Slapstick humour works well 

switches 

+ Great set of tunes 

- Some may not find enough replay 

+ Top fun and accessible gameplay 

value 


CHECK OUT OUR WEBSITE: 

www.consoledomain.co.uk/dreamcast/reviews/Jet_Set_Radio.html 
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POKEMON SNAP 






■ PUBLISHER & DEVELOPER: NINTENDO 

■ FORMAT: N64 ■ RELEASED: SEPT 15 


A couple 
of typical 
snaps from 
the first 
level 


P icture this: At last Nintendo listens to 
the moans of Pokemon-weary parents, 
and gives them a chance for 
revenge. Pokemon Snap (as you can see 
from the pictures) would let you take 
on an army of pocket monsters with a 
variety of large-calibre weapons. 

Blowing the limbs off Pikachu would 
be huge fun, and as it tried to walk 
around on the bloodied stumps of its 
former legs relatives of irritating 
Pokefans could rub their hands with glee. 

Sadly, this has not strictly happened. Although 
Snap bears a certain resemblance to both first- 
person shooters and 'on-rails' games like 
Operation Wolf, there's not a trace of blood or 
violence to be found. Instead, your fresh-faced 
young scamp must photograph various Pokemon 
as he drives his bubble car at kerb-crawling 
speeds through the picturesque surroundings of 
Pokemon Island. Professor Oak marks the various 
photographs (in a worryingly over-friendly 
fashion) and chooses the best for inclusion in 
his new Pokemon encyclopaedia. Extra marks are 
given for capturing Pokemon in amusing poses, 
like surfing or dancing. 

Although you start armed with nothing more 
than your trusty camera. Professor Oak 
periodically rewards you with tools to enhance 
your photos. Apples to entice Pokemon closer 
are the first (useful for throwing directly at their 
heads, knocking them unconscious), then 'pester 
balls', for flushing out hiding creatures. Lastly a 
Pokeflute, the gaming equivalent of muttering, 
"Work it, baby, make love to the camera," makes 
the Pokemon dance. Occasionally the levels 
contain hidden secrets or bonuses - for instance, 
knocking a Charmeleon into a lava pit with a 
well-placed apple makes it evolve into a huge, 
fire-breathing Charizard ripe for a snapping. 
Discovering these is great fun, and they always 
reward players with great photo opportunities 
and maximum respect from the Prof. 

Strange, then, that the developers saw fit to 
leave out the majority of the 151 Pokemon from 
the other games. Snap only has 63, meaning 
your favourite Pokemon (if you're young enough 
to possess such a thing) is reasonably unlikely 
to be among them. This, combined with the 
seven, fairly short stages, means you can see 
everything Pokemon Snap has to offer within a 
few hours. Perhaps small 
children will enjoy 
playing it through 
time and time 


again; anyone 
older, though, will 
be wasting their 


money. 


Charizard decided 
the extra-hot 
vindaloo had been a 
bad idea 


When its 
head hurts, 
you’re in 
trouble 


Sick of 
Pikachu yet? 


Todd liked to 
hide from 
Psyduck 


The majestic 
fire breathing 
dragon 


Psyduck 


Charmander 

The Pokemon 
with the 
flaming tail 


PROS 

+ Colourful 
Pokefun 

+ Young kids will 
Pokelove it 

- Lacking in 
Pokedepth 

- Too Pokeshort 

CHECK OUT OUR WEBSITE: 

www.kidsdomain.co.uk/kids/pokemon/main.html 
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■ PUBLISHER: ACTIVISION 

■ DEVELOPER: NEVERSOFT 

■ FORMAT: PSX ■ RELEASED: SEPT 15 


CHECK OUT OUR WEBSITE: 

http://cdstaging/playstation/reviews/ 

SpiderMan.html 


PROS 

+ It’s Spidey 

+ Versatile 
attacks 

+ You’re always 
on the move 


- Difficult control 
system 

- Levels lack 
depth 


S pider-Man, Spider-Man, I was a real big 
fan because he can do what a spider can. 
I loved the film and the cartoon series: 
Spider-Man and his Amazing Friends. I even 
bought the dismal Spider-Man and the X-Men 
on the SNES. This latest outing for the web¬ 
spinning wonder has been brought to you 
from Neversoft, who created the excellent 
Tony Hawk's games, and it isn't bad - but it 
isn't perfect. 

You take control of the New York web-slinger 
in a series of levels across the Big Apple 
dodging bullets, meeting up with fellow super¬ 
heroes and attacking the super-baddies. Spidey 
is guided through the adventures by the super¬ 
heroic likes of Black Cat, a feline version of the 
webslinger, and DareDevil, a blind super-powered 
lawyer. The characters dispense advice on where 
you are going, what you need to do next and 
information on using your powers. 

The levels use the old 'travel through an area 
and then fight a boss guy' formula. The settings 
feature areas of New York such as Times Square 
and the fictional Daily Bugle. But the Big Apple 
apparently has no skin, so the streets of the city 
are out of bounds. If you should you fall from a 
high building, then death and a restart at the 
beginning of the level will come your way. 

Control of the character, like many third- 
person games, is a bit dodgy. The active camera 
is once again to blame, swinging around and, 
not letting you get a sense of your surroundings 
before moving again. Aiming is wayward as well 
unless you stand still. 

Spidey's attacks vary from tangling people in 
webs and shooting-off balls of webbing to 
hiding in a cocoon-like web shield that explodes 
outwards to damage enemies. All these come 
with the standard limb-breaking kicks and 
punches only Spidey can perform. These moves, 
however are no match for the super-badness of 
Venom, Rhino and Scorpion. Each has a little 
weakness and tactics must be used to defeat 
them. Once you learn the best way to dispose 
of them, you will find them a walkover. 

The main problem with this game is a lack 
length in each level. It does allow for good 
progress but then the game lacks a certain pull 
to it. Control difficulties are to be expected 
when controlling a man who can walk on walls 
but these can be overcome with practice. All in 
all, a worthwhile game and Spidey fans should 
definitely take a look. 


Spidey sorts 
out some 
super¬ 
baddies 


You don’t mind if I park myself here do you? 
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